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"So, ye're making yer way 'round the Great Road, 
and ye be wanting to know the dark of the planes of 
coflict, also called by clueless leatherheads the planes 
of neutrality, Getting a picture of the overall balance 0' the Great Wheel, I see. 
Well, I can tell ye what I know, for the right measure ofjink. Hmph. LMg a little 
deeper, berk, my memory's not what it used to be. There, now I think I can recall 

what ye want to know. 
"The lower three planes that just about define conflict are 

Gehenna, Carcni, and the Gray Waste. Believe when I tell ye, 
berk. ye don't want to a0 there unless ye want to oet entmd 
into &e dead-book reai quick. Hmph. Besides, it's a q u i c k  

and much nicer jaunt to the upper three planes. The Beastlands, Bytopia, and Hy- 

"Now, don't ye be thinking that 'cause these 
sium're the names of these places. 

A 

are 'the gbod planes' that they're all bor- 
ing, sofi, andfl@jt There'rc plenty 

domain of law 
and justice on a 

prime world is always 
fending off incursions of evil 

andfighting the goodpgnr, so too are these planes. But the cutters who live thm 
have more to worry about than orcs or ogres; the berks who'd love to carve their 
initials on the top of Great Wheel are the tanar'ri and baatezu (those that're tak- 
ing a breakfrom the Blood War, that is), slaadi, gehreleths, and those peeryyugo- 

loths, among others. Of course, holding these bashers offare the local vowm' 

I 

proxies, the guardinals of Elysium, the aasimon, and iil the unnumbkd pe- 
titioners of the planes. Hmph. It's all part of the balance in the multiverse, ye 
see. Good balances evil, and law balances chaos. 

' X  peery basher also knows that goodfolks don't always see eye to eye about 
what's good - one sod's YusMed action' in the name of goodness an' light is an- 

other's heinous crime. Just 'cause they're all good don't mean they al- 
ways agree, and that's the source of some ptwy intense conJicts right 

"So don't ye be thinking that these three Upperplanes 
ain't thefocus of some great adventures - hang about for a 

- Ciermides, retired planewalker 

d e e 
mus+ +RIUiTlPH 

eVER EVIL 
A N D  VILLAINY. 
Is I S  + H E  WILL 

there. 
eF +HE mUL+IVfRSE. - B€NH$RVlsN,  

while, then come back and tell me a tale or two. " 
AII U R S I N A L  SAOB 

+ I I IAGICAL EIPPEICLES + 
Several rules apply to spellcasting on the Outer Planes that're worth repcaw 
here. (These rules apply to all Outer Planes, of course, notjuct the thm featured 
in this book.) First, abjurations don't affect a creature on its home plane; that 
means protectionfrom evil won't help a sod at all against a tamfrl on the A h  
(If the spellcaster and the tanar'ri a i o n  any other plane, though, the spell w& 
as usual.] 

Second, summonings on the Outer Planes can only call up creatures mth~ 
to that plane or its neighboring planes. A summoner on the Gray Waste could 
call up something from Carcerl, Gehenna, the Outlands, or the Astral (not that 
it'd be likely to help him at all). It's worth keeping in mind, however, that as a re- 
sult of special conditions on some of the planes, summoned creatures are not 
necessarily compelled to serve their summoner. Just a word of warning, bnt 
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rd, certain wizard spells with planar pathways don't M o n  without spell keys, simply 
there's no direct a m s s  to the E t h m a l  or Inner Planes from the O m t  Blng. That m a n s  

io calling on invisible stnlkm or using energy dmin on thc Outer Planes without a specMc 
:omplete list of such spells is givcn in A DM'" Guide to the P l u m  in the PIANESCAFP' Cam- 
ctting boxed set (2600). A particular effect of thls nrle is that all cqjurc elemental spells do 
Aon normally. Instead of a standard elemental being from thc her Planes, the caster (wkh 
mpdate spell key, of come) conjures a pscudoclenmtal drawn from the plane itself. Pseu- 
mtah differ in several respects from normal elementals; see the Planes of Chaos boxed set for 
rules governing these creatures. 

urth, healing and necromantic spells have no effect whatsoever on petitioners. A body 
want to be mucking around with 'em anyway, as their powm usuaUy haw set thm to tanks 
hem w k r e  they are for a specific reason. If a body comes across a petitioner hcrding sheep, 
lllse that sod's power has decided that's the bcst place for him to be. It's general& not wise to 
guess a power's decision. 
ally, cvcry plane (and each power's realm) has unique magical and physiral prn@es that 
should familiarize herself with before running any adventures on that plane. Similarly, th 
)f each plane af#ects different schools of magic in different ways. The chart above summa 
! alterations to the schools of magical spells for the good neueal planes; for parhlars ,  se 
glcal EePcac" s&on for each plane. 

qeNPLAY6R CHARAC+@R ABBR@VIA+I$NS + 
er statistics appearing in this product rtmain in the usual PL~NESWE format: (origin/wc and 
ss and level/faction/alignment). Abbreviations have been updated fmm the campaign set for 
h e  new format (along with the standard abbreviations) appears below. 

CLASS 

Monster 
Petitioner 
Planar 
Prime 
Proxy 

Female 
Male 
Genderless 

B 
D 
C 
F 
M 
P 
Pal 
Ps 
R 
T 
0 
Var 

Bard 
Druid 
Cleric 
Fighter 
Mage (generalist) 
Specialty Priest 
Paladin 
Psionicist 
Ranger 
Thief 
Unclassed 

Specialist Wizards: 
Abj Abjurcr 
Con Conjurer 
Div Diviner t 
Ele 
Enc 
ni 

Elementalist 
Enchanter 
Illusionist 

Inv Invoker 
Nec Necromancer 
Tra Transmuter 
Wil Wild Mane 

I 

Various 
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The River Oceanus winds its leisurely transplanar way 
all four layers of Elysium and the f h t  layer of the 

before rolling on to Arborea, where it disappears 
second layer. This great river’s broad 

banks are the centers of life on 
the layers of the planes it 

touches, more than any encamp- 
ment or city. Much flora 

grows here, nour- 
ished by the 

river’s sweet wa- 
ters, and here also 

gatha many creatures to drink, 
feed on the plants, and some- 

times prey on each other. Life is . -1 

MONSTROUS CO~ENDRIM.  Ap- 
in Oceanus’ waters. Oceanus’ 

ir homes along the river are fortunate 
y rarely surface to feed. 

Oceanus serves as a convenient mode of transport 
hants, proxies, Rsherfolk, 
s at the outposts, villages, 

ading burgs that dot its shores. Crafts as large as 
sallboats can navigate its churning width. Poll 
, catamarans, rowboats, canoes, rafts, and gondolas 

like any normal rlva, traveling Oceanus can be 

or thousands of feet below. The river’s banks can 
rastically and swiftly, forcing vessels such as 
barges to put ashore. Any cargo must then be 

carved over the millennia by the water’s force, 
il crystal-clear lagoons, and dangerous predators 

near the banks or under the surface await those 

The branches of the World Ash touch the Beastlands and 
Elysium. Indeed, if a cutter knows the dark of it, she can 
travel YggdrasWs limbs to m c h  any layer of dthcr pluc 
- any layer except Belidn, the marshy third layer of Eiy- 
slum. No cutter seems to know the dark of Just why the 
portals to that layer’ve been closed off. The World Ash 
goes on to touch several other Outer Planes as well. 

It’s a convenient route, but h a r e :  More than one 
sod has confldmtly climbed into Y g g b W s  branches only 
to be taken by a tree-dwelling predator or some other, 
more intelllgent menace. Bandits and other hazudr await 
the unwary. Although pas (see PS MCI) guard the portals 
as they do throughout the Upper Planes, they cannot stand 
watch over the Great Tm’s cvny branch. Many dangerous 
creatures make their homes in the World Ash’s branches, 
including great birds of prey and numerous types of hunt- 
ing spiders. Evil creatures also can lie in wait for -- 
petting travelers: abrians, darkweavers (see PS MClI for 
both), and t m r s  from the Lower Planes arc all known to 
waylay those who voyage through the planes using Yg- 
gdrasil’s limbs. 

Yggdrasil is strongly assodated with the Norse pan- 
theon of human powers, and the World Ash’s prrsence on 
Elysium can be attributed to the presence of Bragi, a mem- 
ber of that pantheon, who makes his home there. The 
source of Yggdrasil‘s connection to the Beastlaads Is more 
uncertain. as no known Norse god resides there. Mort 
likely, it’s simply the unfctteml wildness of the plane that 
roots it there. The Beastlands personify all that is fapl and 
natural and untamed in the wlld places of the multtvmc. 
It’s only sensible that the Tree of Life would spread its 
eternal limbs into and throuah such a wlld and 

I 

+ ssc*s + 
As bloods familiar with the P L l w n s c ~ ~ ~  setting how,  not 
wery basher in the multiverse belongs to one of the fac- 
tions. Many distain such alliances, claiming alkglance to 
none 0th- than themselves. Some arc simply clueless and 
don’t know about the factions. Others, mainly thosc cuttns 
who have little to do with Sigil or her politicking, belong 
to sects. Sects are organizations without offlcial rrrogni- 
tion in the City of Doors. Sects may be small or have thou- 
sands of members. These groups may be new or ancient, 
regional or multiversal. The one common factor that dif- 
ferentiates sects from factions is that sects are not recog- 
nized by the bashers of Sigil. 



o sects are mentioned within the pages of this 
bookithe Verdent Guild, or Wylders: and the Guardians. 
(Full etails on both can be found in the Player’s Outde.) 
The rdant Guild is a sect centered in the Beastlands. Its 
mem 4 rs’ primary concern is preventing the despoiling of 
the Bdastlands by those who turn its primeval wilderness 
splendor into burgs, farms, mines, and other symbols of 
civili*tion and progress. Wylders are known by the ani- 
mal asks they all wear. The Guardians sect was founded 
in El $ ium, and it engages in activities that further the 
cause bf good in the multiverse. Modeling themselves after 
the nqtive inhabitants of Elysium, the mighty guardinals, 
the Guardians monitor the incursions and outbreaks of evil 
a m a  the planes. 

I 

ReAIIIING PeW8R: + SLEILLSBNG + 
CHARALIIZR. An unearthly chorus of voices beyond those of 

melodies, and infinite harmonies 

POWER. still- 

cumntly 
manifests himself (itself?) as a sphere 

of purest song 40 feet in diameter. Much 
about still so^ is a mystcry. but he seems to -3 i have a great afF;lity with thidelphons (see the 

1 MS booklet). There’s also a chant that he’s linked 

of the following spell-like ef- 
times per day: leave behind a 20--foot-radius 

that lasts for ld6t3 rounds; mate 
his sphere: and causefear in evil 

Stillsong can use time stop that 

is immune to mind-influencing and elemen- 
is incorporeal, no weapon harms him, nor 

lasts fpr ld6+ 1 rounds or until he moves. Stillsong also 
a holy word once a day. 

SPECIAL CONDITIONS. All who enter the sphere of song 
are entranced and stand motionless for as long as Stillsong 
remains motionless, and Id6 rounds thereafter. A saving 
throw with a - 10 penalty versus this effect is allowed. Any 
neutral good being who enters Stillsong’s sphere must 
make a sy-stem shock check. Those who fall the check gain 
a permanent +1 bonus to their Wisdom score, as Still- 
song’s music has opened their eyes to some secret of thc 
multiverse. This beneflt may only be gained once in any 
being’s lifetime. In addition, all good-aligned creatures 
within the sphert of music are affected as if the music were 
played by a 20th-lwei bard (for morale and so on). 

PRINCIPAL NONPLAYER CHARACTERS. When Stillsong is 
near the River Oceanus, delphons are never far away. 
W Wlsong wanders other areas, he is often accompa- 
ni ld4 moon dogs. 

. Beyond those abilities listed above, the only 
servlce Stillsong is rumored to render is to guide good- 
aligned beings in need to safe sites (temples, shdter from 
storms, and safehouses). 

CURRENT CHANT. Stillsong remains an enigma. Some 
powers (such as Bragi, the Norse patron of bar&) may 
know of Stillsong’s purpose and motivation, but none 
have given up that dark. What Stillsong was and what kll 
become also are mysteries to this day. Beyond that detaikd 
above, all that is known is that Stlllsong primarily wandus 
up and down the length of the River Oceanus, although he 
can be encountered on any of the good planes, not only 
the ones detailed in this book. 

do spdis that affect a physical body (such as mfreblrmmt). As they surround and influence the neutral planes, the 
realms described in Planes of Chaos and Planes of Law 

~ s m o ~ , A n  invisible sphere of song that is inaudi- can give PLAN~SCAP~ DMs much more background and 
bie b ond the diameter of the sphere, Stillsong is song. depth to this material. The flrst two PLANPSULPP Mo~smorn 
Stillso g is most commonly encountered near the banks of CoNpanroroM appendices (or MC - PS MCI [2602] and PS 
the Ri r Oceanus. m i s  stnngthens Stillsong’s apparent MCIl [26131) also should prove useful. Details of the gate- 
link t the deiphon.) He can found anywhere in the Upper towns to the planes can be found in A Pkayer’s Primer to 

the Outlands. The Legends 8 Lore (LL) and Monster 
Mytholosy (MM) books are invaluable for referencing the 
powers who inhabit these planes. Finally, the FORQOTI~N 

Planes/ however. 

v a n d y  P~INCIPAL go& TOWNS. None: stillsong constantly 
REALMS. Campaign Setting (FR) and the DUOONLANCP 

but rh e or reason. Saga boxed set Tales of the Lnnce (DL) provide more 
informatinn on the deitirr hailing fmm thorp realme 

~ 

F 
e. 



“The three-tiered plane of the Beastlands, known to 
some Clueless as the Happy Hunting Grounds, man- 
#kts all that isfrral,fm, and untamed in nature. 

Here the animals are the overlords, kk, not 
any bunch of soddin’ bipeds. This place is Nt- 
erally cmwlin’ with every kind of lifr - ani- 
mal, bird, insect, and plant - more’n any 

“I’m talkin’ natural animals h m ,  or at least those 
that got something notural about ’em. Lizards, deer, 
tigers, eagles, ants, you know that chant; but t h m ’ s  
giant-sized versions of these critters, too. And t h m ’ s  
others about: lizard men, winged cats, white hurts, 

alaghi, bullwugs. centaurs, swanmaw. nvino elws. 

TU@ 

kvAQE BaAWTY ranger or druid could eyer mmk. 

*Ip *U@ 

c 

~ - - -  - 
wcmics, and lycanthropes also prowl, graze, or 

wander the Beastlands and call it home. 
“Of all the 

You mightfind a camp or huo ff 
you look hard and know the signs. Speakin’ of signs, the Signers are said to bc 
strongest h m ,  at least by those who’ve got the dark of it. Hey, the Signers bclicve 
they imagine the world around ’em into UJShnre, and this plane’s a savagely 
beauyF1 place - a body could imagine a lot worse places to be. 

“Most of those who come to the Beastlands are uetitionm. The 8ctitionm 

r 

are the blokes that take theform of the normal and gia-nt animals. The& mlx with 
the reg’lar critters - the ones that aren’t petitionm, the ones that live h m .  ?%e 
otherpefitioners are the centaurs, bird maidens, and them o t h m  arriving at their 

final destination. One thing about these petitionm, though, even the o m  
seemin’ normal - they can talk, and some claim to be able to cast spells. 
Barmy, ain’t it7 Well, remember that any critter could be a bloke who got 

ofid on his prime world and is none too pleased abu t  it. 
“A good n u m k  of the humanoids, though, they’re cuttm who 

found the Beastlands to their Iikin’ and stayed on. That wandering 
tribe of wemics, for example, could be a group that I@ their prime 
world to live their natural lives to thefullest km - on the wildest, 

most natural plane around. 
“Just like the critters, there’s all kind of terrain h m ,  and it’s wild too - and 

not just in the ‘untamed’ sense. It’s o bloomin’ hodgepodge of rium,  mountains, 
swamps, plains, andforests of all kinds. There’s b m  more’n one druid who 
couldn’t handle the chaotic nature of the plane; they went all barmy and ran of, 
never seen again. They probably got eaten by one of the voradous predators that 
constantly hunt the plane. 

“Any other bashm h m  are likely on some business, like some ~ F W Y  off on 
h a  power’s latest errand, or some addle-cove thinkin’ the Beastlands are goad 
places to hunt. Most sods change their minds - about the time they m l & e  some- 
thin’ is huntin’ them. Oh yeah, don’t think just ’cause they’re critters don’t mean 
they won’t protect themselves. Any  blood can tell you that nature’s a brutal 
queen. You adventurin’ cutters have a sayin’ that sometimes it’s ‘Kill or be killed.’ 
Well, the Beastlands have their own sayin’, %at or bc eaten.’It ain’t good, it ain’t 
evil, it’s just how it is. Deal with it, berk.” 

Y W .  

] U S +  
B A N l m A L .  

THC LA * ’’ 
@ e  m O R #  +RAN 

e LSA-bHHRHBAD 
ON * 4 a B @AS +I LAU fi 

.,.,., , . ,. 
- Konnat One-Hand, a basher who learned ESD& for Nsturp thr h a d  wav $;:::t 





PHYSICAL,  C 8 N D I L E I e N S  
the Outer Planes, there is no place more natural, 

or more alive than the Beastlands. The plane it- 
a body feel invigorated and more vital. A body 

alert, his reflexes sharp, and his stride 
are acute,.but food and drlnk never 
always deep and restful, and a basher 

that the Beastlands remind them of 
back home. Due to this "perfcctlon 

brought from other layers, but even thn Noctoa s e c ~ ~ t  to 
draw the energy away from the source, rcductng their 
warmth and light. 

PRIlllAL CHANQQS 

dcmess skills such as track- 
al handling, or direction sense find t h w  talents 
by 10% (a +2 bonus on proficiency checks) dur- 

ds is as wild as the beings 
stai clear one moment 

storm clouds a body 
the next. As an exception to the rule above con- 

bonuses to wilderness skills, the weather sense 

ability. The Signers who reside on the 
im: "If the weather don't suit you, cutter, 

r stay on the Beastlands. 

of ctcmal noon; Brw,  the land of 

' H E  A N l m A  ( H I N  rillafur;anagile+ 
may develop a sMLcr 

scaiysull orthewktstcla 
or ears of a rabw, a wise 

downy owl feathm on Bir 
face; and a paladin or ChPTb. 
matic bard couMgnnv a pep- 

The DM may choosc to 
assign a m a  approprl- 
ate primnl chragc if Ulc 

character's &&est PMUty 
score is not rcpmcntptivc of Itis or h a  tmc 

nature. Below is the Ibt of ability scores end a 

P I N -  - E X P R E S S I W N  
WI+H@U+ 

+HE BEAS-I-LANDS. 
priest may sprout rm 

to Selera's rays makes Krigala a - L Y S A N D P R ,  
A W Y L D B R  COCKS fklmboyant tau. 

SPBAKING or 
m I m A L  C H A N G P S  f-light. His sister's antithesis, 

sorbs what he can of Sclera's 
d reflects what he can't 

few animals identified with each. 
+ STRENGTH: Bears, eagia. gorlUas, tigers 

: Antelope, monkeys, otters, rabbits, snakes 
ON: Camels, elephants, kraq m a  

+ I ~ L L I O E N C E :  Apes, cats, dogs, dolphins, foxm, w o k  
+ WISDOM: Lions (as wise kings of the jungle), owls, tor- 

t o w  turtles 
r the midnight layer of Karasuthra, the full aspect 

Bear cubs, birds, der ,  kittens, puppies 

Sometimes t h w  chanucs take daw to manifat thrm- 

Such is the wild nature of the BePstleads that all anim& 
are overcome by i t  Any normal animal servitor. pet, EOIL~. 

panion, or mount runs off, bolts, or otbawlsc irmscdMely 
flees upon entering the plane. Ridm are bucked off tbca 
mounts, pcb loose their restrafats and all run wild as thaQ 
natural instincts, brought to the fore by thc primnl erturr 
of the plane, o m h e l m  whatever tminin# they my hrvc 
had. Exceptionally loyal or magical creatures such as a 
paladin's war horse, a ranger's animal follower, or a 
mage's familiar return to the character before she leavcs 
the plane. (Magical or fantastic familiars like 
ons and imps are unaffected.) 

Tht characters themselves, as lMng being, ala0 are 
affected by the wild nature of the plane. As a &w&u 
spends time on the Beastlands, he develops one 'primel 
change" - a single trait from one MLmal (both the antmrl 

and the trait arc choscn by the DM) assod- 
ated with the chpnctcr's highest abil- 

ily score. E& ability is linked 
with certeln aniautr. For in- 

stance, a atrow war- 

gmw beer or go- 
~ r ~ y s l o n r y  -u 

., - - "  
finds that normal light sources llke torches, lanterns, 
o n h  simply don't alight on this laver. They c 

selves, and sometimes changes are 
._ 

:nt a1 nly 
IC efl the 



long t, probably because they repress many of their nat- 
ural 3 a  ctions. They don’t exhibit signs of their animal na- 
turn pntil they’ve spent 2-5 days on the plane. Neutral 
cham ers begin to show symptoms in 2-24 hours. Chaotic 

characters, being the type most given to wild, uninhibited 
behavior, notice effects iv only 1-6 hours. In any case, the 
primal changes are complete by the time a basher’s spmt a 
week on the plane. 

These primal changes last as long as chanc- 
ters remain on the Beastlands, plus a 

~cr iod of time eoual to their 

? 

A 

tioners arc not affected 
by these changes; 

L most cut- 
ters are animals 

1 alreadv. Both PCs 

L 

changes. 
Primal 

changes arc not 
meant to hintier 

the charactus or 
endanger them 
in any serious 
manner. Tbey 

should be able to 
continue to func- 
tion normally (al- 
though thcy may 

be sodding uncom- 
fortable). Overall, 

these primal 
changes should 

not have a major 
effect on the cam- 
paign, though the 

characters and 
players may thii 
that they do. They 
are intended to en- 

hance the role-play- 
ing of being part of 

a place as wild as 
the Beastlands. 

After a time the 
primal change 

fade, Icavlng the 
characters none 
the worse - ex- 
cept popslbly for 

some ill-fitting 
clothes and dam- 

aned mutations. 



ELEMENTAL. As noted above, the mortai's presence 
causes all spells of Elemental Air to fa11 without a key. 

nature of the plane itself. Elemental Fire spells are cn- 
hanced in Krigala, perhaps due to the constant burning 
presence of Sclera; they're diminished in Karasuthra as 
Noctos draws their heat away (but as with Necromancy, 

N. Due to the presence of the mortai, a type 
d creature (see PS MCII), all spells that ma- 

such as the Forbidden Plateau. 

Coqjuration or Sum- 1 ..^ SPBLL KBYL 

All spell keys for the Beastlands take the form of natural 
items. In general, the lager the item, the hlghcr Id of 

spell the key empowers. Note that examplea of keys 
are provided for schools that haw no genml 

changes; the school may be unsfkted, 
but any spedflc spells involvtq air 01 

wind are stU inhibited by the m o a  
A list of common key fonns for &ch 

. . .  
W R O  D I D "+I KN 8 W, 

- A BASHBR 
spcll school f o u o ~ :  

PLY S P B L L S  
ABJURAllON: S W a  md pebble 

(necdnl for elemental aura) 
+ H a  BBAS+IhANDS AL-nw:Bbwnleam 

CWJURAIWN/SLMMONINO: A food-. 
.,&'for the type of rrrpture being sum- 
moned (oats or hay for horse& a haunch 

of fie41 meat for great cats); a large 
quanthy of the elcmcnt for the de- 
sired pacudodcmcntal 
DMNATION: s h  O R  

e'll also be surprised when 

been brought by his magical call, 
under no compulsion to S ~ N C  his 

iately spring to his aid; the 

ENcHAWR~(~ARM: Rock crys- 
tals, quartz, gcodcJ 

cpthen (needed for wktspcrirco urfrul) 

caster wishes to afFcct 

is capable of controlling the Beastlands' crea- 
spells that control or cham normal animals. 

CROMANCY. All harmful and damage-causing nem- 
spells such as chill touch and energy drain are cast 
Beastlands as if the caster is one experience level 

Pewan KBYS 

Most powen of the Beastlands are so strongly nature-ori- 
ented that few of them present power keys. Unless there's 
some dire threat to the domain of their RIme worshipers, 



form of books, tomes, scmlls, or shccts of mu- 

I N H A B I  +AN+S 
@ f  + H B  BBASIELANDS 

ntly full of life. Some bloods spec- 
e land itself - is a lMn& brtath- 

of some sort. One chant says that the Beastlands 
power of some sort, an embodiment of all that is 
natural in the multiverse. One thing's for certain: 
an't turn around without seeing or n e d y  step- 

THB P@WBRS 

make his home on the Beastlands 
above it in this case - is Stronmaus, the 81- 

of weather and storms. He cavorts in his cloud 
other powm possessing similar intmsts. Aer- 

the elven pantheon occasionally flies in for 
Syranita of the aarakom. R a n i s ,  the god 

sometimes hunts on the Beast- 
en he does, he stops and visits with his giantish 

intermediate powers of the Beastlands include 
East Indian mythos, the god of guidance. He 
those traveling through the wildernesses of 

s shepherds the best lands to 
arming the environment, and 

d e s  of his worshipers' re- 

Okami is the one of the rain gods in the Japan- 
eon. An old cutter of a power, he's a bit forgetful 
causing one area to flood because he forgot about 
storm he sent, or subjecting another part of the 

ediate powm: Habbakuk, Chislw, and 

others such as the balaena and the asrai, and 

ChWw "the beast" is a fcmpk rcprescntatIon of na- 
ture incarnate. She is at one with her world's flora and 
faun* feeling every funow dug in the ruth a d  the rip 
p l a  of each rpiaQop on the smailest pond. She along 
well with Habbakuk, and thdr p- and proxks oltm 
work together. Chialw resides in zhmn, The Gnad Forest 
Beyond the World, a realm in b r a s u b  E& shares wit3 
her mate and fellow power, Wvilyn. ZiviIyn is a god of 
wisdom, and he chwc the Bcssthadp as his homr kcawe 
he trrssurrs the profound wisdom fouad In n.tun. H.B 
bakut also spends much time in Zhan's pntcrnrtnral 
woodland. 

When he's not visiting Stronmaw, thc 1- power 
Rcmnis hunts the SLleS of the Bcfstbds. Ilk bW&g pu- 
ties, soaring above tbe savannahs of Kdgala, %na, or 
Karasuthra, are a sight to chill any blood's M m w .  
ScmcMng and screaming out of the douQ he coma in 
the form of a gigantic golden cagk with green gkdng 

and all manner of hunting birds - hawks, falcoar &bar 
Lcstrcls, and others wen a ranger would be M-pd 
to name. In addition, Ranis usually hss with him a hand- 
ful of the only sentient paitloners he's Bot; they're M 
and M known by different namm depending qa a*mar a 
sod is fmm. Most primes call them avarid or.  eve^ wme, 
wiugcd e h  (a name they dctcst). Bhwh know them by 
what they call themselves: al bank elen. Moat of &as 
wonhlp the dven deity Aerdrie Fwnya but a few p& 
the more prlmal nature of Remais. 

Among the nummus lrsxr poma oftbc B#dLnQ 
arc Enlador and Fc&, gods Of the wmbcpn a d  w m -  

eyeS Md 55-foot WhgSpan, fObWCd by @It NW3, 

THB PR@%IBS 

As many of the Bcastlands' powm deai dfmctly and a 

to send proxies out and about ' h e  m&&y of tbrpora 

them or at lead serve as good appppks of bdmvior. 
Den& and Mil occ&odly ausd prox*r &am thdr 

Library to All Knowledge to cany meuy(cs. tomes, or 
some new dark to or from thdr lord C@ma TOMI&&- 
biadcr P1/8 h ~ / B 1 5 , P @ ~ ~ )  is tBc Iscut po- 
tent of thee pmxies. No one know qutte Qc ma@ bok- 
binder tnLes to reach Oghmab House of Kwwkdgeon the 
Outlands, though most iupume thm's a conveniat partst 

prefcrtbdrplmda clwe to the pewona& bl &to kd 



F they're dways worLiag to re- 
build the natural harmony of 

the place after some local dfsas- 
er or other. Their proxies Shar-  
.an PV8 half-elf/Dl4N and his 
human partner and lover, AnsPla 

P l /?  human/R16/NG) arc mort 
often scen about or in Faunel, the 

gate-town of the plane. Thcy jour- 
ney waywhere together, and M 

1 e 

I '  

deeply and passionately in low. 

THB P B a I * I e N B R S  

The petitioners on the BeastlPnds arc nn- 
like those of any other plane. A body can 

wander the plane for weeks without snlng 
another soul waking upright since t h a t ' s  
thing but wildlik w h v c r  he goes. Thing 

r the power of thcir gods, thc pow of 
plane, or both giw pctltioms w M n g  

a good many pattionm already had 

mats come to thc Beastlands whcn thy dk, 
drawn by the primal natw of the plane and 

the protection of each's animal lord. Who 
else is there for the animal I d s  and thdr licu- 

tenants, the warden beasts, to watch over? 
The animal-pctltionm m e  thdr lord for a 
time, then go back to another prime world 
and live again. If they servcd wdl, that k 
Addle-roves from the Rime wonder how 

such "stupid" crcaturu manage to lean what It 
takes to live: what to eat  who not to Mtc. bow to 
take down prey, how to can for thc young, md 

so on. Some leatherheads scratch tbcir he& 
and lcavc it all up to 'instinct." Maybe 14's 
partly that, but a bcrk'd think that after a 

few lifetlmcs, a body - wen a dtter- 
picks up the dark on how to get by. 

The pctitlonm who w m  animal- 
like or part animal and part cutter - 

centaurs, lycanthrops. and swan- 
mays - all take the form thy bad 

during the pcak of their Uk. Once hem, 

That badger may be Just a badger-pc- 
titioner, or he might be a type of 

cutter known as a wdbadger. 

e plane an animal form. 

IIUS When thy WCIC livtng. TIUC sni- 

they save thcir powerjust like the rest. 

' 



'&is all starts getting barmy when a body considers 
that &en the bipeds - humans, elves, those pesky Lender, 
all of them - take animal forms here too. Just as the plane 
a f f 4  planewalkers with "primal changes," these pctition- 
crs arp the extreme examples of a body's true nature. A 

resolute ranger petitioner might take the form of a 
bear. A bard petitioner might take the shape of a 

or even a cricket. A wily thief might appear as a 
rabbit or a stealthy field mouse. 

ep in mind that these aren't simple creatures. These 
still have minds, and most of them can talk. 

Many1 of them choose not to, 'cause just how much does 
one squirrel haw to say to another? The chant is that those 
peti t iprs that could cast spells when they were alive still 
:an. Finding one to do this is even rarer than finding one 
willin4 to chat. As petitioners, they don't seem to want to 
harkccp back to the past, but instead desire simply to live 
the n tural life, content in what they have. Like the wild 
heas they are, though, any one of the plane's petitioners 
will f back if a sod starts making trouble in the peti- 
tioner s territory, range, or hunting ground. They'll act like 
my imal defending itself, its home, or its family - and 
they h a y  be smarter than the berk who's making the 
troublk. 

I 

~ 

I THB S I Q N  eP (bNB 

The S gn of One is at its strongest on the Beastlands. Of 
corn  l , the faction claims to be imagining the whole mul- 

that ey could think up a plane such as the Beastlands. 
isides. the Sinners sav. a bodv imagines the mul- 

and some members even expect to be congratu- 
r having such strong, vibrant, natural imaginations 

A traditional gathering place for the Signers is the 
plane's gate-town of Faunel (see A Player's Prlna to the 
Outlands). Here they rest up, buy supplies, and try to nego- 
tiate for the dark of spell keys before they venlure off into 
the plane. From Faunel they enter the Beastlands for a 
multitude of reasons: to commune with the natural world, 
to find something (or some body), or to visit one of the 
faction's outposts on the plane. Unlike most of the other 
factions, the Signers don't consider recruiting new mem- 
bers to be a primary goal. This could explain why such a 
group would choose a plane that has so few potential re- 
cruits as its headquarters. None of the other factions have 
much to do with the plane - thosc sods consider the Beast- 
lands too "primitive" for their tastes. 

THB VBRDAN+ Q U I L D  

A small but potent sect has grown up on the Beastlands. 
The Verdant Guild, nicknamed "The Wylders," is a group 
whose goal is to protect the Beastlands (and all wildlife 
and natural places in general) from depredation and de- 
struction. The t h m  layers of the Beastlands are the Guild's 
primary focus, but the group also monitors conditions on 
other planes and the recent happenings in the Blood War, 
hoping to prevent or lessen further ecological damage 
from the war. As mlght be expected, a number of rangers, 
druids, and animal petitioners are members of the Guild. 
The current leader of the Wylders is Aaronatok (Pr/d 
humanlC9 (elemental c1cric)lVerdant Gufld/NG), who often 
speaks out against the ravages of uncontrolled magic on 
the land's ecosystem. 

A Dotential foe of the Guild has 
recentlyappeared. Calling themselves 

the Vile Hunt, it's these sods' 
dcclarcdmission to put all 

the Beastlands' 
petitioners into the 

dead-book. They 
consider animals with the minds 

of men to be abomina- 
tlons. The Vile Hunt has 

are no, then as far as BR +HEY m l G H +  madeitspresenceknown 
in Faunel and is 

I N + @  + H E  DEAD-B@-.-. sceLingothergates 
to the plane that - K$NNA+I 'S  allows its members 

LA H+ to hunt more k l y .  The 
chant is tliat it's only a 

matter of time 
before the 

Verdant b Guildand 4- come into open the Vile conflict, Hunt 

and any sod worth his shoes won't want to be anywhm 
near when it finally comes. 

into existen& am&d him and there- 
fore i the center of the multiverse. 
Natu ti=l is self-centered too, as 

WA+CH I + ,  B 

-* 
nothing exists unless it 

life. "Is this thing before De"+ LAUGH 
A+ +HE S I G N  E R S  Is it a danger to me?" Ifthe 

concerned the item doesn't exist. 
represent a certain ideal to many 

the multiwrse exists only 
nd means that impact the 

+ H I N K  Y@U 

an animal's singulluity of vision - 

reflects the Signers' concept 
the things that affect their 

animal doesn't complain 
ot in life, it just goes about the 

of living the best life it can while always 
better forage, a larger territory, a mate, offspring, 
n. Don't whine, don't blame others, the Signers on 

nds say, just focus on improving the multiverse 



I e + H E R  E N C e U N + s R S  

Firs and foremost, of cou~sc, are all the animals. Any nat- 
creature from any prime world can be found here, as 

we1 as normal creatures of the planes themselves. From 
he d of the striped horses called "zebras" to the dark and 
dea y aeserpent, the beasts d e  the plane. 

The animal lords all make their homes in the Beast- 
Ian . Also known to some primes as the "Generals of the 
Ani al Spirits," these bloods ain't powers in the sense that 
the 1 vners would use the word. But to their animal-peti- 
tio rs, they're as close to powers as it comes. Some cut- 
ters lassify them as 'quasipowers." 

I Now, everybody knows the chant that a deity gets her 
powkr from her worshipers. Whether the animal lords de- 
rivelany, some, or all of their formidable skills from the 
indikct devotion of prime-material critters remains a dark 
no ne's got - except maybe the animal lords themselves, 
and gettlng most of them to talk is harder than convinc- 
ing Mercykiller to let a guilty sod off the hook. Some 
sag s among the Signers have a chant that maybe, just 
ma e, the animal lords get at least part of their power 
fro the very essence of the Beastlands. It's that "living 
pla " idea again. It's their thought that any place as wild, 
vibr nt, and savage as the Beastlands must be alive, and 
th back this up by correctly noting that no animal lord 
resi es on any plane other than the three layers of the 
Be ands. 

Regardless, the animal lords aren't alone in their 
gua ~ anship role. The warden beasts (see the MS booklet) 

each lord, and act as pseudo-proxies. They're found 

7 

their animal type is, whether on the Beast1 
prime world. They generally take the form o 

lord they serve, only bigger, stronger, and 
average specimen. 

e to the Beastlands are the 
i PS MCII). It's a con- 

d chant that all wind, air, and weather spells fail 
of the time when cast anywhere on this plane. This 

the will of the mortai, or it simply may be 
of their innate magic resistance: as they seem to 
sed of precious little more than air and water, 

to alter either of these factors butts 
Between that and the 

a single mortai can cover cubic miles of territory, 
that weather-wizards go away from the 

frustrated enough to take on a Doomguard. 
club-bearing philosophers are trying to 

what mortai really are. The Signers say that 
i'n just another rq-tation of the Beastlands' 

say that the mortai serve the various air. 
and storm gods just as the archons may m e  the 
f Mount Celestia or the asuras serve chaotic 
"prove" this, it's noted that at least one mortai is 

any of the giantish storm god, Stron- 

of chaotic-good inclined petitioners who're too chaotic 
even to take an animal form, or who colledvely prefer the 

I of cloud. Bashers who've talked to a mortsi claim 
heard laughter and voices from within the cloud ~ r c .  

w h h  the mortai's thunderous vocal wind WM silent. 
The wandering realm of the Seelie Court ala0 appeam 

on the Beastlands according to the whim of its pumr, M- 
nia. She seems to prefer B m  and Kerasuthra o w  the ma- 
lit layer of Mgala, but, b e i i  the chpotlc cutters w arc, 
a body can never be sure where they'll show up next. (Sec 
A Player's Guide to Cmict for more.) 

EH B TH R8BmTI B RB D + WILDlBRNBSS + 
The Beastlands comprise three layers, arrayed in receding 
tiers beneath a sun named Sekra. The highest tin and that 
closest to the sun is Krigala, the domain of eternal noon. 
It's here that all the day-cycle ldiurnal) creatures make their 
homes. In some areas, the sun bakes and scorches the earth, 
creating deserts and arid savannahs. In other places, the 
harsh light barely penetrates the thick canopy of flora in 
the dense rain forests and jungles. The transplanar rlvn, 
Oceanus, divides this layer. The forests and swamps are 
thickest near the broad banks of the river. Moving farther 
from Oceanus' calm waters and rising in altitude are plains, 
veldt, and desert. Soon, the desert gives way to snub high- 
lands, hills, mountains covered with coniferous forests, arc- 
tic tundra, and flnally glacier flelds. However, this plane 
doesn't lay its terrain out as in a prime-material world - 
there seems to be little rhyme or reason to the placement of 
difirent mons. While glaciers don't exist next to tropical 
deserts, geographic features are much more random than 
on most worlds and planes. In general, temperatures de- 
crease as altitude increases. 

M o v h g  farther from the sun and descending is Bnu,  
the land of perpetual twilight. The sky is forever caught in 
the throes of a spectacular sunsct (or sunrise, depending on 
whom a cutter asks). All the plants turn their stalks to the 
sun in order to gather as much 1- as possible. Prom the 
cool twilit air arise mists and fogs, providing cover for the 
natural animals that otherwise have but brlef forays into a 
half-lit world. In B m ,  they are not Aegatrd to such fleet- 
ing excursions. Here, the animals of dusk and dawn rule 
under the half moon. Here too, every type of terrain is prr- 
sent, and life fills every shadowed niche. Tigers, bats, 
foxes, and more live here. 

Karasuthra is the land of darkest night. Only the full 
moon provides illumination to those creatures that live in 
the darkness. The calls and yelps of prcdator and prey are 
all that break the stillness. Owls, panthers, and other 
predators stealthily stalk their prey through the quiescent 
night. Remarkably, many plants grow and flourish under 
the pale light of the moon Noctos, providing forage and 

ma4. Yet another chant is that the mortai are pipdate this lay&. 



KRI GALA, + SIBLIBRA'S IBIUPIRIB + 
e the Beastlands' flrst layer (reflect- 
The flrst of these is the sun, Sclera. 
e the layer's climates. In the deserts 

s surface, so inexorable is her radiance. 

gh the foliage blocks out most of 
soul escapes Sclera here. 
flows through this layer of the 

on its way from Elysium to Arborea. Near the 
ks is life - both plant and animal - the most . The tallest trees, the largest herds, and the 

tors all live within sight of the great river's 
use the river to travel on this layer, as the 

n etkctive barrier to most land- 

evcr. In any case, no bssher is 
ng something's meal on the 

ches of the World Ash Yggdrasil also wend and 
The limbs of Yggdrasil 

borders to the sylvan 
rest. Somewhere deep 

r has it that a gate to the flnt layer of 
ant also says that a per (PS MCIJ fol- 

1 

IPT of stone that is the plateau omwkdly, some krt say8 
he saw some great shape or other mwfne near the p W s  
edge, or a huge form flying to or from the plateau's tm* 
These addle-cod chants never dcsrrfbc the shape or fom 
of any matures known anywhat drc on the whole of the 
Beastlands - not even in dark& I[uuuthre 

The plateau is difficult to rcacb, esprdally stme no 
fly spells function, so all sorts of wild storltr dmdatc in 
the taverns and inns of Faunel and wen Sigil about ex- 
actly what Hives up there. Morc'n one ucpcdttion of krt- 
s've set out to find a way up the plateau, and come back 
weeks later the worn for wear, unable to handle tkc flaec 
nature of the Beastlands d e  rootlug around for a way 
up. And thosc're the sods who come back at all, Many a 
'great hunter" has gone into the forest to scak the FOAM- 
den Plateau and conquer its mystcrous wonders, oaty to 
get added to the dead-book for hir arrogance, Some of the 
Signers say that the Beastlands Nde scaws up the, urd 
the plane don't want just any besbcr aoddfa([  boat on 16 
darka. 

D~SCREWON. Dnp w l t b  the pimnnl rain forcats of 
Krigala, not fpr from the bank of Oceanus, a great, WWC 
pillar of volcanic stone rises huudmki of fket fnto thc rir 
above the canopy of the surrounding tree& Atop thb pillar 
is a vast plateau, vmtidly Llolpml h n  dl around U. No 
one admfts to knowing the'dark of haw, why, or w i m  the 
land thrust itsclf up. (?'here's a map of a small portion of 
the plateau in Adventurn in Co@cr,) 

Life thrives on the tropical 
plateau. Numerous plants, trees, ani- 

mals, birds, and insects were thnut sky- 
ward with the land. The plateau itsclf is 

concave; from the edges, the ground slops 
downward toward the plateau's center. The plateau 

thus gathers all the rain that falls upon it in numerous 
small creeks and streams that drain into a sizable lake at 

the plateau's center. Abundant life fllls the lake as well, 
with giant fish and other impossibly large creatures leap- 
ing high into the air to catch the huge insects that buzz 
and drone too near the water's surface. 

slsak. m s .  The Forbidden Plateau is a self-sum- 
dent ecosystem. Only nying crcaturca could escape the 
plateau if they wished, hut fm bo, c x q t  orrrrbsllly to 
ride the thermal updrpfts that rk along theddes oftbcplt- 
lar or to xw over the lands klow scatchg for Ibod There 
artually adst a number of ways to wand the plrtau, d- 
though climbing a snnral-hundrrd-foot b.slltir pillar of 

known as the ratatosk (Chaos MS) also inhabit 

der themsclws h a  chosen ones. 
as female.) Normally skittish 

ratatosk defend t h e  and the 
to the best of their abilities. 

I H B  P O R B I D D B N  PLA+BAU 

What attracts attention to the Forbidden Plateau is 
strnnge beast3 live atop it - strange even for . Dccp-throated, roaring rumbles, impossibly 

llowing 
at pil- 

+ 17+ 



cyond any rogue's ability to clamber up sheer sur- 
cutter (such as a d w m  who knows where to look 
t to look for can find tunnels, cmrices, and caves 

take a body to the top. Flying mounts also do the trick 
body's lucky enough to have one. 

1 Once a basher's on the plateau things get interesting, 
mysterious inhabitants of the plateau soon make 

that rule the Forbidden 
world lost in time, the 
lizards. Dinosaurs of all 

the smallest ground-running critters 
shplrc'the ground with each multi-ton 

in the plateau's ,mntral lake along 
manv smies of Rsh both normal and uiant versions. 

most experienced planewalker, and it's to these ferocious 
hunters that most of those who reach the plateau fall prey. 
[Statistics for the reptilian inhabitants of the plateau can 
be found in the hfONSTRUUS MANUAL" tome or MC3, 
FOROO7IBN R E A l M S  MONSTROUS COMPpPnrorvM Appendix..) 

Dinosaurs aren't the only beings living on the 
plateau; there's also a race of green-furred humanoids 
known on some prime worlds as beastmen. Thew 5-foot- 
tall bipeds arc found only atop the plateau Lcss inclined 
toward good than their prime-material countaparta, the 
tribes of beastmen here do not take lncuslons into their 
homeland lightly. The beastmas' 
to hide in shadows [as thicvld 

k c r s  include ankylosaur, diGodocus, and 
meet-Caters lnclude the allosaur, the 

attack 
fer e.-% 



, 
I 



BEHIND THE THRONE. While the town’s been built Up 
und the Signm’ sanctuary, the fiction’s too introsper- 

arazh keeps the faction’s digs and members safe with her 
bservant eye and astonishing memory. She and hers are 

much of a hand in the d i n g  of the place. 

with the rest of the burg, which is left to 

~SE~IPIION.  This outpost of the Sign of One faction is 
gh-and-tumble town near the frontis between Kri- 

B w ,  which Ilcs down the n m w  mountain-goat 
the hlgh cliffs that separstc the layers. As it’s near 

The folk m rough, the terrain is rough, the food’s 

rs, caravans, and other bashers wandering through. 
ncludc inns, taverns, and supply stores for those 
trrlklng across the Beastlands Md looking for 

other work done here, safe from the dlstmc- 

lacks a Dreamhearth of Its 
men, swanmays, aprakous. and even 
nevll bullywugs EM be seen drinking, 

pahWr from some bachva- 
has become the most popular form of wa- 

MILW. If the town’s threatened, most adulh of the 
hundred pnmrnent inhabitants of Signpost act to dc- 
i t  The Slgnm field 30 or so few bashers to man the 
with the other mldents and visiton adding up to 

ps M terribly orgPnired, 
0 C M  W M k  the kertlvlds UUWXthCd ain't 

, ad, Md My nor- 

else can a sod find manufactured items such as 
c weapons on the &pstiandS? 

+ 20+ 

CURRENT CWNT. As one of the few settkmcnts on all 
the BcPstl~ds, most news fiows through Ita woodm gates 
at some polnt. Some of the recent c h ~ t a  include Anothn 
expedition has headed off toward the PoWen Plateau, 
this one with some royal somebody-or-othcr h m  a plrw 
world intent on uncovering the place’s Sccrrg; slnadi krtc 
arc raising a ruckus near where the River Oceanm falls 
from here to Arborca; and the Signers seem to think 
they’ve gotten the biggest d a k  on the Bcrptl~ds in a long 
time - something about how the cumnt female cat lord 
suddenly pssumcd that mantle from h s  male pmkceesor, 

what It is they think they know. 
Thuc’s plso the &ant thathe Signaa are*rmldagon 

OM of thdr grand schemesin sieapast It seema that the hr- 
tlon’s wow ita collccUvc to mwakn oty 0 t h  

ing h a .  (Scc 7k F a d ‘ s  Mnw for nwe lalbm&m) 

SKgRRI+I’S QhAD8 
(Realm) 

CHARAC~R.  P w t d  seclusion, an abidlng r&pect for thc 

nity and mendly sumundinga define tbki mlm. Gethg 
away from it all nwa felt as good aa being in thtc quiet, 
composed, peaceful glade dom. 

PMR. SkrrIt [W, the god of the centaun and a 
lcsser power, llver In and protects thls glade. In- hts 
strong legs, stout lance, and rock-hard h w c a  extend 
Skcnit’s pmtectlon over tbeac sylvan lnndr for mlla in 
every direction. Skcnlt’s rucly s e a  avaw .ppnn P a 
huge chestnut-brown male centaur wculng a rhtn mil 
shfit that changes color M he widus. 

other sylvan powers occasionally psy visit8 to SLa- 
rit’s Glade. At any time Skerrit may be hostlng Pion- 
nghunla, goddess df the SWMIW~* E m m u ~ a  lord 
of thc tmnts, Eachthtghern, the god of unkorna and pc- 
gssi, orthc chaotlc srrlle court of Tltpnk and okroa. 

D 8 x u m o ~ .  Skenit’s Glade Is accludcd amidst tbc 
temperate forest in the fwthilb of Krlgals’r mount . lu  
The lush vibrancy of the forest Is subdued In thc glade. 
- q u M p r s t o r P l s r t t l n e ~ ~ h = m  

The small forest realm I s  a mix of deqidwus and 

cedar. The grass is thick and soft beneath petitioners’ 
hooves, and tastes wen sweeter than Oceuw’ waters. 
S d  b M  ffll theair with thctrqukt, ljltlng songs, and a 
large cleprine In$& a wide rhg of huge, lodeat oak tms 
is Hhac Skmlt’s frlthfial greet centaur and VLltOr alike. 

h ( 3 p A L  TOWNS. Sknit’s Glrde srqrpoits M lpgct m- 
tral community. Rather, group of but8 and lem-tos uc 

14 qdck Md @&-I&. Of mmt the SOQ m ’ t  Sryiae 

lastpwm md thc Sfgncrs ut doing mudl oftMfIm#gln- 

bPlMCC Of n a m ,  Md the Wprmth Of a d-lmit conu8tl- 

all mtauI5 hop Md h will k tkb%im&. 

C O d k  tmS, mi!@# the Scents Of p k ,  mrpk, Md 



scatte 
sleep 
of Scl 

throughout the Glade. Skcrrit's petitioners either 
t h w  structures or under the Altmd, subdued light 
on the luxuriantly soft, sweet-melling grsss. 

CONDITIONS. Such is the serenity of the Glade 
apcnd a day or more here are granted a 
lsdom checks for the duration of their 

e plane. Peace of mind can be a rare commodity 

Nohlpuvw C-s. Deelah Chestnut Pr/P 
/Sign of OnemG) welcomes newcomers to the 
tosses out intruders. As a shaman, she is well re- 
the Glade, and the other centaurs usually follow 
Arcadeon Russetmane P1/6 centaur/RlO/Sign 
is mponsible for patrolling the bordea of the 

ong with his band of iance-wielding warriors. Less 
lah Chestnut, he is more likely to tell out- 
y humans, to pike it and kccp moving. Elves 

e only exception to this pcrsonal d e  of his. 

aid sods who ask nicely, as 
on't endanger the Glade and doesn't 

threaten the Beastlands in any way. Cutters arc al- 
t or recover from iqjuries, 

sary. Centaurs are private 
especially so. Berks that overstay their 

selves run out of the Glade at the lance- 

CHANT. The centaurs are said to be skilled in 
ions, poultices, and other natural cum. Some 

e reclusive creatures have uncovmd the dark 
salve virtually identical to keogltorn's oint- 

er this is true, and whether the centaurs could 
ced to part with any of the valuable salve if they 

it, is a popular topic in many circles. Some 
wonder if the salve has conditions or limits: 

work outside of Skenlt's Glade, and will 
beyond the Beastlands? 

TH8 S + A N D I N Q  S + e N B S  
(Site) 

blood who calls himselfthe Warden patrols this 
any berks who dare to hunt for sport. Worse, the 
doesn't hunt alone; he has his own personal pack 

hounds and flock of falcons to back him up. It's 
r any addle-coves he and his hunters catch 

Warden doesn't believe in putting folks in the 
e just likes to give huntm a taste of what it's 

hunted. Hearing those dogs bay, the hawks 
d the Warden's hunting horn blow is enough to 

r's marrow. This Warden seems to be a mem- 
Wyldm sect that is making itself felt more and 
force on the Beastlands. 

1 w 
DESCRFTION. Atop the tallest hill in 

a rough, scrub area of Krlgala stands a 
ring of stones. ~ f t u a ~ y ,  thrrr mtmntr~c 
of stones that flll the hill's crest w m  arcted here 
long ago to serve as a small shrine to some nature pow. 
Several of the stones have fallen and rolled down to thc 
base of the steep hillock over the years. There Is but om 
approach to the stones, a narrow path leading strpieht up 
the hill. 

To the east and north of the MI the scrub land con- 
tinues, with herds of hardy grazing animals and tbc ad- 
mals that make those herbivores thdr prey. To the west b 
the southernmost reach of a large, deciduous fomt  that b 
inhabited by deer, bears, wolves, wild turkys, pbcrwnts 
and more than one dryad. Issuing from the forest is a small 
stream of unusually cold water. While the stream ls not 
1-e or deep (even halflings can wade a m ) ,  it doa flow 
swiftly. All who enter the stream must make a Dexterity 
check with a -4 penalty or W into the water. Any charac- 
ter who enters the water (voluntarily or not) feds Wtgo- 
rated and gains a + I  bonus to all Constitution checks for 
the remainder of the day. 

The stream runs south of the Standing Stones, 
through an area of low-lying, dusty hills, and drab into a 
large lake that is wen colder than the stmslaz A dunking 
in the lake form a system shock check. Failure indicates 
Id2 points of damage. The lake water offers no other cf- 
fects. (More details and a map of the area descrlbcd hm 
CM be found in the Well of Worlds adventure SUMO@ in 
the scenario called "The Hunt.") 

THE WARDEN [P1/6 tiefling/Rl2/Verdant GuM/N): AC 3; 
MV 15; hp 81; THACO 9; #AT 3; Dmg ld8+3/1&+3/2& 
(horns); SA charge; SD makes all saving throws; SZ M 16 
feet tall); ML champion (16); Int high (14); XF' 2,000. 

A tall man, the Warden's t iding heritage makes itself 
evident in the stag's antlers gmwing from his forehead. 
The Warden wears a d m  mask to cover his face and loosc 
fitting clothes that allow hlm to movt Lpp1Iy. The paition- 
m in the un aU get along well witb thc Warden, and he 
doesn't interfere with the normal prcmem of the Beast- 
lands. It's only the sport-hunting berts that tbie Warden 
hunts. His trained hunting dogs and hawks haw #he && 
lowing statistics. 

HOUNDS (40): AC 7; MV 15; hp 12; THACO 19; #AT 3; Dmg 
ld4/1d4/1d6; Si! M (6 feet long); ML champion (16); Int 
low (5); AL NG; XP 35. 

HAWKS (40): AC 6; MV 1, Fl33 (8); HD 1; R U C O  19; 
#AT 3; hag ld2/1&/1; SZ M (5 foot wingspan); 
ML average (9); Int low (5); AL NG; XP 65. 

The Warden has trained his beasts 

1 

4 
c 

to attack in two diff-nt ways: to 1 
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and to subdue. In killing mode, combat is handled nor- 
ly. In subdual combat, damage is recorded normally, 
once a berk is reduced to zero hit points, he falls un- 
cious. He cannot die from the damage he's sufperrd. In 

he wakes up in ldlO rounds, only 25% of the 
mage inflicted is actual wounds. The rest is 
scs that fade in ld6 days. 

, 
F E A ~  . If the Warden and his pack and flock 

to reach is within 

He will enter the rings, 
dogs dragging the unconscious bodies of any 

not to hunt on the Beastlands again, 
how to use the Stones as a one-way 
none of the sods he was after reach 

instead leaves a note telling the 
walk u p h r  wherc there's a 

The note scryes as a key. 

who didn't reach the stones. The Warden warns the 

1 CURRENT CHANT. The dark of the Standing Stones is 
the circles were originally erected to honor the fay 

of the seelie Court (who spend some of their time 
Beastlands). Offerings of wine and grains were 

the practice of making offerings to the Seelie dc- 
area, and the Standing Stones fell into disre- 

still holds, though, that with the proper 
precious to the Court, a cutter can use the 
to the first layer of Arborca. The problem 

a fickle bunch like the Seelie Court 

the Court. Over the 

BRIL . _  
LEH6 LAN1 

TWILIGH+ 6 - r ~ ~  
On this layer, Selera and Noctos are evenly balanced. The 
su , while still visible in the sky, shares the heavens with 

brooding brother the moon. Visible as a half-moon 
he , Noctos absorbs much of his fiery sister's heat and 
11 t. As a result, Brux is significantly cooler and darker 
th Krigala. The layer's inhabitants live in a perpetual 
ha k -light. 

Due to the cooler environment, mists, fogs, and 
clouds often arise from the land, further obscurbg Sclera's 
light. As her illumination is I n s  intense, ail of Bm's  to- 
llage points its leaves toward her - as if in some form of 
homage to her light. Long shadows fill much of this layer, 
making many a cutter morc'n a bit nervous. On a plane as 
wld as the Beastlands, there's no telling what that dnp 
shadow may hide. 

AL KARAK BLAIII-jHANKHAL 
flown) 

CHARACTER. High above the mist-laden lands of Bnuc re- 
sides the nest-town of thc al kamk clam, also known to the 
Clucleu as the avariel or winged elves. These elves have 
wOwn the canopy of branches into haracd as they've also 
woven the& spirits into the life of thc forrst bnnsth them 
and the plane around them. 

RULER. Jonaus the Surcsighted (PI/$ a1 kamk eh/C6/  
Sign of OnelCG) serves as the community's foremost 
archer (a highly valued skill), dcric of thc power Rcmnls, 
and informal ruler. Interested only in pmewing his d 
community, Jonaus' indignatkm t o d  viaitos is MIcdt 
not to notice. 

BEHIND ~hr intwnc.. Despitc rac nest-town lnhrl %' 

veneration of Remnis, the god of thc ghnt eagb, a p 
professing increased devotion to A d r k  Fxnyr is ganmg 
popularity and strength. While most members of the 
speck worshlp the elven goddess of the air, the d karak 
clam that dwell hm arc less chaotically inclined and are 
mom in tune with the naturnl worid as a whole. What this 
bodes for the nest-town and the worship of Rcmnb on this 
plane no sod knows. 

DESCRIPI~ON. Covering OWI a square mile horizontally 
and almost a half-mile vertlr.lly (and slmost a mile Ssan 
the ground at its lowest point), thc SeaninQY undnpopi- 
lated nest-town is the home to thc al katak ckun, nmacr- 

ous types of predatory birds, and, in the high limbs 
1) that support their weight, giant eades. As a11 the 

creatures that live hue need much room for thcir lpge 
' wings, the nest-town is more ucpansivc than w d d  appear 

necessary to any nonwinged berks. Woven over the 
decades with the living branches of the forest's most 11181- 
s h n  tms, the nest-town is full of flapping wings, thc cries 
of hungry young from innummbk nests. and canopied 
meeting mms and common halls that scrvc as the town's 
gathering places. 

AI karak elam society has two aspects, and both are 
reflected in the nest-town. Thm arc those elves who are 
the hunters, trackers, and warriors of the town: then 
there're the craftsmen, artissns, and philosophers. These 
two halves blend well, although the worship of the elven 
deity Acrdrie Faenya is growing in the latter group. 

+ 22 + 



ALKARAKELAM:AC8(10);MV9,Fl lS(C);HD 1+1; 
THACO 19 (18 with sword, lasso, or bola); CAT 1; Dmg 

by weapon; SA wing buffet (Id8 bludgeoning dmg); SZ 
M (5+ feet tall); ML champion (15); Int high to supra 

(14-20); AL N or CG; XP 650. See ?'be Cump&te 
Book ofEIvcs for full details on this nce. 

M m .  The hunters and warriors of the 
nest-town act to defend their homes from 
any incursion, as do many of the birds of 
prey that also nest in the town. During an 

attack, the othm gather in the common 
areas of the nest-town to protect their 
young and elderly. 

SERVICES. Highly reclusive bzings, the 
a1 karak elam &dum initiate contact with 
others. If they arc sought out, they may be 
convinced to help nonevil characters. T h y  
do not, however, fully trust any bak who 
openly makes usc of fire, due to the dan- 
ger it presents to the nest-town and their 
ings. (Their wings are highly suserptiblc 

to' heat and fire damage - the a1 karak 
m take one additional point of damage 
die of tlre or heat damage Inflicted.) If 
11 their conditions arc met, these elves 
way agree to serve as guides to non- 

natives, and the giant eagles may coonsent 
to serving as mounts to druids, rangem, or 

other characters concerned with nature 
and who are in need (injured or otherwise 
incapable of travel). 

CURRENT CHANT. One chant is that the 
wings of the al karak elam M v ~ y  use- 

ful in creating certain magical items 
such as flying potions vfngs of&@, 

and rings offWher falling; As such, 
wme bashm come to BRIX looking to 
hunt these elves - another good &a- 

son for the elves not to trust any 
brits without wings. 

Another problem with having 
ngs is that a lot of Clueless, .nd 

a good number of much more 
dangerous beings, mistake the al 
karak clam to be aasimon. On 

theupper Planes, this isn't 
often too much of a problem, 
but should an al karak elam 

get the wanderlust in her, 
she necds to pcery about 

who she takes for frtends, 
especially in SigU or the 
Lower Plan 



TIfS CA+ LORD'S PROWL 

is quia - too quiet for most bloods 
t. it's the kind of silence that can at any 
a r o d  chpuenge, a quick leap, and a 

shadows for any berk who doesn't 
peace one feels here is tentative. 

ry. Such is the nature of the place and 

crs" of the Beastlands, 
PS M q  reigns hem 

ride of petitioners. Most of the cat lord's pc- 
spend all thdr time with their lord - they'rr 
natural Uves they wish to. Only a select few 
NII with thdr lord; those that a e m p W d  
of the form they now poasess're the lucky 

rivalry exists between the cat lord and thq 
t (see Planes of Chaos for detaiis on that 

wer) over some petitioners. 
many human and dcmihuman worshipem 
rms of cats upon becoming petitioners, the 

nce is that of true cats and all their 
at if the petitioners take the 

cats, they should venerate her as they do Bast. 
prerogative to be paid attention to, 

M found deep within the misty 
hillocks of BNX, the Cat Lord's Rowi Is not a 

t residence. After a time, she and her pride of 
jaguars, spotted lions, mountain lion, tigers, 

elven cats, leopards, and winged cats have 
nature's balance would 
The cat lord then leads 

tlands; many spent most of their time roaming 
u t  lions, including some 

The current cat lord always chooses a misty copse 
to provide shelter. The cat lord usually 
er branches, as do her petitioners - 
hunting for a meal, that is. 

. None. The cat lord's home is in the 
or wherever she chooses to rest and stretch, clean 
catch a quick nap. 

her9 the lord generally Iistehp. T'hb feW b Mhr d aQk, 
though, and any berk who don't garnish the lord W a 
good bit of praise - enough to satlspv a cat's ego - nok'l 
last long. If the lord should a m p t  the bat he'll Bdy k 
invited on the next hunt, or at least get a cbpnrr to ateh 
some sa&-time with the prMt, knowing hc's safe fica thc 
plane's nitten. 

Om trick of the the Prowl is that a body can rkq ta 
any position, even with rumor stmpptd all over Ms baag. 
PluaspellcPstcrsoQlyhewtonstbatftbettmcinonlrrto 
regain spells. Bashers with wounds And tSry he&&ra 
am! ld3 hit points w& thqv rested in the Rowl. 

PRINCIPAL NONPLAYBR C W ~ R S .  Other than the cat 
lord h m l f ,  the only w-~p Of . a ~  ~o1wequcl(rr h lb 
SIX, the i m  POW= of wcrrtllpn. pnrix p h  ~Iw hy- 
brid form available to aIl lycantbpa, hut usually rttlp 
with the lord's pride in tlgres~ form. sbc and the ut l ad  
shuc much ineluding enmity& Enat, and am u doaapr 
two felines cw were. 

As sue4 3omc of Fcrrix's petlMona sim pat&* 
the cat lord's pdde. Wemt@em mid a ftw rrrnll.llsnrfme 
l h e 1 9 9 4 ~ C ~ ~ ~ ~ ~  
detail6 on the latter) atelwythe o n a r a y k 4 s k e r ~  
by the pride t a b  to. Meowwm LorMaw (fiaJG 
6+2 HDm and Arturo Farleapa Pr/ 6 wcrb.gUar/C@@ij 
often interrogate any intelligent prey thc @de 
dorm. Arturo usually inmiata on Mng dmna the 

d m  to a comfortsble spot muby to &an m f  whlh 
Meown handles the questioning. 

SEawaS. Beyond aome good sleep and pabap~ a meal 
of raw mcac the Cat lord'sRoprl hnr lfak to e a  wlh- 
khe, unla the sod hpr somethIn# to o* tLc 9t h 
rrhrm. In such case& the lord's pttMoBwlllaypa 
formation on any ana or teiwjn ol the Bmtlmda 
cab wan. EvuyWng any cat Lsopn. their )old 
Wen. 

&spite Ms smaller size. oan ttn prey h sukdwd# htff*lr 

C u a u e ~ ~  CHANT. Aa mcl.rprlrl u all fdina arc. molt 
members of the pride arc not iadfncdto spmd ch clrrtd 

any twks that don't btmst thm - namd~. am- 
- thing beyond food pad mrybc a good&& 

sleep. However, some bloodr haw notlmd &Et 
the cat lord's followera aecm mom a c f h  htcqy, 
pokingamundpndiryingtohuntautrrrtrla 
infonnatlon. lhry sprmlatc that the d8Ik t&e 

Mfnu mpy be tmcking is what put, if ut)r thc 
power Bast plpyedtnthecunmt kBI& cat w s  

awmptton of that title. As any sod knows, the last 
cat lord wqs male. plot @ll that long ngotas tfmcan 
the plat= h c o ~ , h c d t r r p p l u o d . 8 8  a &- I mate, the currat lord, took on thc ti& - witha 
Y grudge against the Egyptian goddessof cats sad 

arc taken down 
I 

c 
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Warm, smoky aromas rising from the small, 
nded cooking flres, the noises of tent and tepee 

ing in the perpetual breeze that 
mountains of B m  a hearty 
ore or more hale an- .--ut voices 

R. Balador (MM), known to his peiitioners as Fa- 
s area of the plane from his 

nt village. Although revered by all were- 
has no formal priests of his own. Without a 

to support him, Balador's personal power is lim- 
his advice and counsel are sought by many 

d neutral sylvan powers on the Upper Planes, 
an lands both on the prime 

ESCRIPTION. Balador's tiny realm is like a quaint, com- 
campsite. As god of the werebears, his domain is 
a trihal village than anything, his petition- 

PRINCIPAL NONPLAVER CHARACIERS. Brother Berrypaw the 
Black (Px/6 werebearlD7ICG) is the most h u t  of Father 
Bear's followem, and his ursine form is that of a smallish 
black bear whose paws still Main human thumbs. In addi- 
tion to hls other abilities, he 15 capable of totally curing 
any evil lycanthropic infection that has not caused an 
alignment shift in the sufferer. No price is asked for this 
service, as it suits Father Bear to deprive his emmks of an- 
other worshiper. 

SERVICES. To those not infected with lycanthropy, the 
most Ursis can offer a body is a simple, hearty meal, a 
place near the fire, and a blanket to sleep on - o h  in cx- 
change for a good tale. "And the taller, thc betta," Brother 
Berrypaw is known to rumble in his braso voice. 

Ursis is also the place to go for wise coIuwcl in mat- 
ters having to do with the protection of all things natural. 
Balador's followers are almost as well known for their 
sagacity as for their power. The most often-sslcd price for 
such counsel most often is a healthy quantity of honey 
mead. 

ers abed around a central cooking fire. 

C ~ R E N T  C m .  Balador's petitioners s n m  to know 
more of the chant on the ldea that thc plane 
of the Beastlands M alive. While thcy don't 

w e a l  the all-out dark of whether it's 
- 

true or how they know, tho. hint that 
painted tents, sturdy wigwams, they know mok than th&say. 

tepees are filled with 
the aroma of 
. _ _  

and well-spun tales bring. I F  A 
estled high in Bnuc's mountains, Father HUmAN B E R K  

makes camp in an idyllic alpine S C R E W S  UP, 

is to assume bear P A Y  I N G f R + H A +  m I S +A K E . 
H E ' L L  L I K E L Y  S P E N D  

Bear's and his peti- A GeeD CHUNK $f  H I S  L I F E  

large trout and If  A C R I + + E R  
msssEs U P .  . . . - - - - - - . , 

H E ' S  L I K E L Y  DEAD. 
I+ mAY B E  SAVAGE. 

CIPAL TOWNS. Ursis is both the B U +  I+ 'S  S i r n P L E .  
Bear's village and the T H A + ' S  + H E  WAY eF NA+URE. 

small bountain valley in which it usu- AND +HA+'S + H E  WAY 
A few score tents and other portable ef + H E  6 E A S  4- LAN D S. 

A WE Re B A D 0 E R 

up the entire "town" of Ursis. 

As Father Bear's only 

- O R U N + C L A W ,  
are the evil lycanthropic deities, 

can ever enter Ursis. 

not yet suffered 
seek a cure for 

the supplic 

P E + I + I  

:ant is not 

L 

L 



bubble like some infernal brew, and rivers of boiling water 
flow throughout the cave with no rhyme or reason. 

The true dark of this dace is known to almost no one. 

i 
1 + NfbC.EeS'  D e I I I A I N  + KAKAS U .E H RA, 
I 

ove the third and flnal layer of Karasuthra, the moon 
ctos rules. Riding high in the midnight sky, Noctos ab- 
s most of the energy that distant Selera sends him, the 
on's surface glowing brightly as a result. 

So strong is Noctos' reign over Karasuthra that he 

(In other words, PCs shohd never learn the truth of this 
place in an alehouse in Sigil. Any knowledge of this kepk 

reflects the heprsny.1 In truth, the pair M 
lovem on the run from their pasts, who've 

come to this place to hide and livc 
their lives together in peace. Thc 
"dragon" is actually an agathinon 

aasimon, and the 'tanar'ri" is an 
&yes baatm. Not long ago, the 

agathinon, who now refers to him- 
sdf as 'Janan," was on a mkrion 
on the Prime. Nalura, the mnyq 

also was operating t b .  
Before either identifkd the 

is antithetical to him or 
s layer, but simply be- 
it is his role in the 

other as a hated foe (ss ce of the Beastlands to THA+ We"+ W@RK H E R E  - 
darkened, wen under the +HE C @ m P E + I - b l @ N .  forms], both came to leplln they 

t storm cloud, and so were falling in lovc with CKh 
uthra is unable ever to other. They knew they'd be doomKd 

if found out by their respective 
masters, and the pair fled back to 
the planes. On the run for yean 

they finally settled in Ksranrthn, in 
an untraveled part of the plane chuming with -the- 

magical light source from 

Noctos absorbs the neres- 
D@N'+  B @ + H E R  
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nt it. Krigala is never N @ C + @ S  D@N'+  LIKE thCyhodtphnOlher 
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m of normal, illuminating only 
of the item's normal radius. Also, those light sources 

(light spells, torches, lantern] give light for 
normal duration. As an example, a lit 

to ch brought from B m  bums in Karasuthra, but its light 
is nly half as bright as usual, it burns out 50% faster, and 
n other torches or other nonmagical light sources may be 
lit k from it. 

LABYRIN+H @P FISRY D @ @ m  
(Site) 

H SAY. A huge, ancient red dragon of most vile temper 4 ides here in the all-pervading darkness, along with his 
ta r'ri lover. The dragon crouches upon a treasure horde 
EO lected over eons, supplemented by the riches of the 
ta ar'ri's victims. Tales are whispered of this odious two- 
so e and their heinous practices, held here in the eternal 
ni ht of Karasuthra so that their evil acts remain unseen 
an i undisturbed. 

1 DESCRIFTJON. Secluded in the darkest corner of the layer 
a cave complex. The cave's twists and turns are too 

and mazelike to be natural. The m a  itself is said 
ave been corrupted by the presence of the two malev- 

creatures, and there's plenty of evidence to that 
acrid steam vents from the ground, lakes of mud 

mic activity. Over time, the-pair develop& the 'dragon 
and tanar'ri" peel to keep unwanted visitors sway. J a m  
uses his shapeshifting ability to take on the form of the 
dragon and Nalura subtly alters her appearance to look 
more like a succubus. 

A berk may ask how two such antithetical k i n g s  
could be in love. Well, it's really just a simple matter of 
their respective natures. Both've fulfilled their purpom, 
and both did their jobs admirably. Nalura seduced a 
paragon of purity, and Janarr turned a baatau's lustful 
n a t w  to true love. 

SPECIAL FEATURES. The pair chose to live here because 
rney hoped the peculiar environment of the place would 
contribute to the aura of fear their fabricated tale gener- 
ated, and keep nosy berks away - and because it rrmiMkd 
Nalura of her home. What even the couple doesn't bow 
about the area is the cause of the unusual actMty: this 
labyrinthine cave was once a of Baator's flay fourth 
layer. 

The incredible heat from its former residence lingers, 
causing the underground water here to boil, turning to 
steam that vents from the ground. Though they've man- 
aged to remain safe both by geography and fear, it may 
only be a matter of time before the couple's retreat is dis- 
covered. 

CURRENT CHANT. Anyone who tumbles to the true dark 
of this place might also find out that both of the hlcrar- 
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&aces klieve that the presence of the other lover has “cor- benevolent 
deity. Less 
towns than camps and congregations of - rupteb” their instrument. There’s said to be at least one 

group( of devas and one of mercenary yugoloths looking 
for tht couple, which is now expecting their first child. 

S + e i l R m H e L D  
I (Realm) 

R. Crashing thunder, lightning arcs flashing across 
pelting down with the fury of a god-driven 
and the booming laughter of the power re- 
the awesome display, enraptured by his own 

WER. Stronmaus (MM) - the giants’ god of the sky, 

marblb walls of Stormhold. As patron power to the cloud 
within the golden gilt-adorned 

rm giants, Stronmaus delights in soaring above all 
of the Beastlands with his mortai companions, 

storms, reveling in the rain and llght- 
his own powerful hammer to create 

The most powerful deity in the 
is felt anywhere he goes. 
freely, Stronmaus favors 

moonlight plays off the 
in the clouds. 

pool inside 
old with his sister Hiatea, the giants’ goddess of 

j rades,/as well as with Aerdrie Faenya of the elven pan- 
nd Remnis, god of eagles. 

SCRIPTION. The realm is a mighty palace with lofty 
spires land soaring towers, all spun from the purest gold, 
platinw, gems, and marble the color of a storm’s silver 

rides atop a billowing thunderstorm cloud. Glow- 
Noctos’ pale gaze against the night-black sky, 
Stormhold flies through the air above Kara- 

by several mortai that rumble and spark 
to each other in some form of atmospheric 

I 
P@CIPAL TOWNS. Dotted about the billowing thunder- 

lead that mwteriouslv S U D D O ~ ~ S  Stormhold are the com- 
munitcs of &e power< cldid and storm giant petition- 

-- 
E&“ A - extended families, Stronmaus’ petltioners 

spend most of their time in the open, gathering cloud- 
stuff and the essence of storms for Stronmaus’ daily feast. 

SPECIAL CoNornoNs. Nonevil bashers who alight upon 
Stormhold are granted the ability to resist heat and cold 
(as the spell) for the duration of their stay on the Beast- 
lands. 

Within Stormhold is a magical opal pool that appears 
100 feet long to a body viewing it, but is endless to any in 
its waters. This pool can heal any being Stronmaus so 
chooses. The pool also can effect restomtion and regmera- 
tion upon a swimmer. 

PBINCIPAL NONF~AYER CHAIUCWIS. CUmUlUs Longstride 
(Pdd storm giantfC16WG) is Stronmaur’ fomnost proxy 
and shepherd of his flock of petitioners. He posacsxs all 
the normal abilities of a storm giant plus the pricstly pow- 
ers granted him by Stronmaus. Gregarious and hardy, 
LongsMde is usually naked to the waist, and he revels in 
good company, its height notwithstanding. 

S UVICPS. As fly and all other air, wind, and weather 
spells ompletely fail on this plane, reaching StoIlnhdd as 
it soa above the plane could be difficult. If a cutter’s 
lucky nough to reach it, he’ll likely feel l i e  a lilliputian in 
a lite ! 1 land of giants. Healing, rest, a dip in the magical 
opal pool, and a fantastic view of a brilliant, pyrotechnic 
display of storm-making are possible for nonevil cutters. 
As Stormhold constantly roams the skies, a lucky berk 
even may find himself deposited (but not “dropped off) at 
a point nearer his destination - although Stronmaus isn’t 
about to change the cloud-castle’s course simply because 
some sod wants to travel in style. 

CdRaEw CHANC. The Signers of the plane are currently 
involvtd in debating the relationship of the mortai (PS 
MCII) and Stronmaus. While the mortai live in the skies 
above all three layers of the Beastlands, Stormhold is never 
without at least one sentient cloud companion. These 
Signers also wonder about the nature of the cloud that 

supports Stormhold. Is it the power of Stron- 

ers. Li$ng in the open, atop the cloud’s per- 
joice ilous the f o U o w 2  

their miles-high 
homes and the 

- 0 %  

maus, the will of the mortai, both, 
or neither that allows a simple 

cloud to uphold a 
giant’s castle? 
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'The dual layers of Bytopia, called the Twin Par- 
adises by primes and leatherheads - now hem's a - 
place (two, actually) where a cutter can pnd a 
good job or a cot?& case. The huo layers, Dothion and S h u m k ,  are cowed 

in rolling hills, Io& mountains, and verdantforrsts. The 
wicked storms in Shutmck can get nasty enough to blow 
over a barlaur - but this plane still ain't as wild or as 
feral as the Beastlands. Instead, it's pastoral, even down- 
right woodsy Ifa body appreciates such things. 

"Also unlike the Beastlands, thm're  
plenty of towns and tmdin' posts h m ,  but 
don't be expectin' no mdit .  up ain't got 
the jink, well, a sod's likely to find h t m w  
on the business end of a broom or a shovel 

b+re he gets what he wants. Thefolks 
hm help a bather who ne& it, 

B 

workfot his supp. yfo-bash- 
a ' s  lookin' to re-equip, though, there's no betier place to do it than &vtopia. 
In fact, the hand-crajted products that the petitioners here pmduce are the 
best in a11 the planes. If it's workmanship ya seek, a body could do wnsc'n 
stoppin' here - why da ya think the place is called '&ry-tophr,' eh? Ha, ha! 

"Oh, ah, sorry. 
"Ahem, the layers of Bytopfa look more'n a bit like a sandwich. Ifa cut- 

ter on one of the layers looks straight up, he sees the ground of the other 
layer with mountains, rivers, towns, an' all, settin' high above his head. It's 
as ifsomething took up one of these layers in his bIoomin' big hand, and 

slapped it over on top of the other. Each layer nrm has its 
own weather, too. r f  the atmosphere don't suit a body, he 
can just get himsewup one of the mountains. The talkst 
peaks of each layer actually meet, forming g m t  columns of 

rock and allowin' a body with a mind to it to climb ow to the other layer 
where the weather may be totally d t g r r t .  Now, there's a couple hicks to it; 
the air gets mighty thin up that high, and there's a point where gravity re- 
verses itseU: Take care not to fall down the mountain when up switches fa 
down all quick-like. 

'The folks hm - pch'tioners, I mean - they're a hardy lot, d l  devoted 
to their work. Theyfigure that since they've all got an honest tmdc, every- 

body should. Most of 'em don't ta&e too kindly to the 'adventurer' type. 

~ ... - *  

They look a t  those bashers like they're just livfn' offtkjfuits 
of othm' labors. And those sods practicin' the nom-tmde, 

well, they'd be better oflftheyjust keep their mltts in their 

"AI1 sorts afbdngs choose to live around here besides than 
petitioners. There's plenty of wild animals, even some of them giant kinds - 
they seem to get along mightyJine with gnome petitioners. There's magical 
creatures too, and of course, the powers that d e  here. 

"All-ball, it's a pretty nice place to live. It ain't fancy, but a body 
could find a worse plane to set M* .-use. 

- Jnpm HIghnose, gnome traveler 

UNQRY 
'NO P R I N C B  
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P H Y S I C A L  C @ N D I + I @ N S  + 
thion and S h u m k ,  the 

of Bytopia is aglow 
rm, ambient light. This light fades as night falls. 

s above" are merely 
ible from the plane's opposite layer. 

source of the day's light isn't certain. Some bash- 
that there's another power, an unnamed sun god, 

een the two layers. Others shake 
t the East Indian power Savitri 
ne chant goes that ageless eons 
alm on Bytopia where he lived 

ous and gentle wife. It seems that Savitri was a 
wise prince who sought not wealth in a wife, 
In some versions of this legend, Savitri was a 

a wise hermit. Considering the 
may take any aspect they choose, both or neither 
may be true.) Upon flnding such a woman, Savitri 

and they were soon married. But only one year 
marriage, Savitri's wife fell dead, the cause of 

Yama, the god of the dead, ar- 

ing the woman to life. 
Each morning's daylight means Savitrl is still com- 
ed to his old home, and, though he's not returned to 

pia, the petitioners also say that Savitri's 
proves that true love is stronger than death. The god 
e day-long sun now spends most of his time on Ely- 

mall part to his conquest over the power 

Each day is the same length as every other day on By- 
do experience all four seasons. Doth- 

winds herald the anlval 
I-black storm clouds, driving sheets of rain, or 
whips through the air stinging and cutting ex- 

d 

Rivers, 
streams, and 

ponds are 
abundant on both lay- 
em. Also true of both r 

terrain becomes pmgrcsshly rolling, 

layers is that pastures and mead- 
owlands lie in the center. As a body 
moves farther from the center, the 

rocky, and flnaliy, mountainous. But Doth- 1 
rugged mountains arc minor 

compared to the jagged 
'faces, and 

+ I I IAQICAL C O N D I . E I B N S  + 
Bytopia may well be the least restrlctlve plane for p h e -  
walkers, at least as far as spekasting goes. Thcrr're no 
overreaching conditions that affect the cntlre plane. Adost 
magic functions as intended, with only the following few 
exceptions. 

Cotum.mm/Svwomaa. 'Ibc only items and neetuns 
that can be summoned to the cuter M thcsc that .Irrrdy 
exist on the plane. Evard's black tcntacks, for example, 
automatlcally fails, since 'black tentacles" arc not found 
normally on Bytopia (not that tbry're normally found any- 
where, as they're purely magical creationsl). A body 
should keep in mind when judging such spells that this is a 
plane of artisans and craftsmm, but not one of mech-  
nized machinery. 

N. W e  dMnation spells function normaUy, 
a slightly modified prorcdurr must be followed All wy- 
ing spells [clofrvoyancc, claimudience, and so on) must In- 
volve the dements of this plane or its products. For exam- 
ple, if a caster wcre to w chhvoyoncc, he'd need to look 
in some reflective surface (a pond In Dothion or Shurmck, 
or a minor crafted on the plane) to receive the informa- 
tion. If the caster wanted to we clcrfnrvdimn on a group 
of NPCs in a thi& of tms, hc'd nced to place his ear up 
against a t m  in order to hear the distant NPCs' convcna- 
tion. 

NECROMA - '.ife-sustainlng @Is of &la school arc 
enhanced. Dh,,,mg or ldlling spells are diminished on 
Bytopia. 

ELEMENTAL. Bytopia's a plane that doesn't seem to 
change much over tlme. Any elemental spell with wide- 
ranging effects (conhot weatkcr, part warn, moue earth, 
and so on) requires a succasful saving temw WISUL spell 
on the part of the spellcaster to succeed. If the saving 
thmw is failed, the spell has no dpeet Otherwise, clmcp- 
tal spcUs arc cast normally In W o n ,  but arc cnhmccd in 
ShUrr0c)r due to its more raw, dascntrl nature. 

Spcll keys on Bytopia take the form of hand-apfted Item 
or tools, usually a form that can be assodated with thc 
school of magic it's restoriag. All spdl keys must bc 
manufactured items nadve to Bytopia. A nonnrthn magc 
with the caqmtry proflciency, for example, ca~llot sku- 

ply carve himself a spell key for this plane. He ne& to 
pmhasc or otherwise arpuirr a spell key that was mated 
by Bytopian hands on one of the plane's two layus. 

Cor@ration/Summonlng keys are rare, since the re- 
strictions on them don't easily l a d  themselves to the form 
of hand-crafted items. Divination spell keys could be in the 



form bf a spyglass or ear trumpet (both items that help the 
user discern more information). The key to restore Necro- 

is kept dark, as none of the inhabitants here want q n  '1 magic fmly  available. Wide-ranging elemental 
spell can be restored by mimicking the effect the caster 
want4 to generate: for example, a mage may have to dig 
up a ortion of ground with a shovel in order to success- 
fully e ove earth. 

pewen Keys 
gods are more involved with thcu worshipers 
the pantheons on the Outer Planes. As such, 

theselpowers are more likely to pass out power keys to 
gno s who need them. Most often, the power keys are 
l i m i q  in duration; they last long enough to help the 

key vbries with the power's portfolio. Gar1 Glittergold's 
usually are in the form of gold or jewelry, Flandal Steel- 
skin'slare small hammers engraved with flames, and so on. 
The spell spheres that the power key grants vary with the 
power that issued the key, but virtually every gnomish 

give the laugh to whatever's dogging him. Once the 
safe, the key stops working. The form of the power 

key grants the user Major access to the Protection 

t h e  Torilian power Ilmater also is generous with 
pow4 keys. His usuallv take the form of a 

Although the merchants of Bytopia are an honest lot, 
they can and will haggle a sod right out of her shoes. 
Using thii spell can give a bnk an edge when it comes to 
cutting a deal. However, more than one merchant, ttader, 
and vendor has taken offense at having this spell cast over 
his merchandise. As with all magic, discretion is para- 
mount. 

VALUE (2nd-level wizard spell) 
(Divination) 

Range: 0 
Duration: 1 round/level 
Area of Effect: 1 item/level 
Components: V, S 
Casting Time: 2 
Saving throw: None 

J --! 
I 
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Similar to the ldenYfy spell, this wizard's spell appraises 
the monetary value of a nonmagical item, with the chance 
of an accurate appraisal equal to 15% per level of the 
caster. The maximum chance for success is 90%: a per- 
centile dice roll of 91-95 gives no result, and a result of 
96-00 gives a false value (higher or lower, to be deter- 
mined by the DM). 

The spell not only determines the value of the item as 
a whole, not just its component parts. A 

copy of "The Lady of Pain's Daily 
Journal" [if such a 

tome existed) 
$VER mY ITIERCHANDISE would,wthasuc- 

cessful casting, be 
determined to be in&- 

bly valuable despite it being made 
up of the same basic materials as 

or PRAUDS Also, the spell can de- 
termine the potential 

worth of raw mate- 
rials, though only 

with a 1096 
chance of suc- 
cess per level. 

For example, the potential value 
of an uncut gem - cut and mounted 

properly - is revealed with a successful die roll. Note that 
the spell does not reveal the best method to bring out the 

Hew DARE YeU biood-red cordthat must be 
d around the priest's wrist to acti- 

mater's power keys normally 
ccess to the All, Healing, and Pro- 
spheres, though keys granted for spe- 

ns (quests or special missions for 
need not be limited only to those 

C A S +  A VALUg S P E L L  

- +AKE Y e U R  ! INK 

Q I LL I AN, 
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1 '$e Krynnish deity Kid-Jolith A s f iLL#R any other book in the Cage. 
also gfants power keys, especially 
to thelbights of Solamnia and his 
3wn @er within the knights, the 
M e r  of the Sword. If a knight or 
palad& is off on a quest to bash some 
heads /in Baator or Gehenna, he'll be taking 
*e p w e r  of his god with him, represented by access 
o theiAll, Combat, Healing, and Sun spheres. 

- A N D  P $ R Q @ R I B S  
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r there's money to be made in a legitimate enter- 
bound to be peery bashers looking to make 

putting forth the time and effort that 
they cheat. Thii spell was created cen- 

turiesiago by a retired mage-turned-merchant named 
Snid. Snid roamed the Outlands and beyond for the 

esoteric that he then sold to the high-ups in 

him sniff out fakes, counterfeits, and forgeries. 

material's potential, just the best possible value of the item 
if it is so treated. A caster with a nonweapon proficiency 
related to the material subject to the spell can add a +54b 
bonus to the spell's chance for sucms. If a 5th-level mage 
were casting the value spell on the uncut gem, his chance 
of ~uccess normally would be 5096. If the mage had the 
gemcutting nonweapon proficiency, his chance of surcess 
would increase to 55%. Note that only one such bonus can 
apply to any one material. 

er getting burned once too often, Snid created this 



! INHABILEANLES 
ef BYLEePIA 

T$e pastoral beauty of Bytopia is reflected in its residents. 
q n e  mountain cabins, quaint woodland villages, mining 

, craft communities, and bustling port towns - all are 
b bP ilt in accordance with nature. If a body needs water for 
h crops, he'd better hope his farm or orchard is near 
e t ough to a river or stream so he can divert a bit of it. 
Tqere's no damming up whole rivers for irrigation or 
plbwing entire meadows under for flelds. Each body and 
e h burg on Bytopia works its craft or business within the 

tem set up by nature. The cutters do take advantages 
w en such present themselves, such as crafting a water 
w eel to turn the mill stone that grinds wheat into flour 
f the burg's bakery or connecting two streams with a 
cqhal to allow for quicker transport of goods. But no wan- 
to@ destruction of the rugged wilderness takes place - at 
le t not without amacting the eyes of 

! 

e high-tips. 
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Segojan Earthcaller is on good terms with Callarduran 
Smoothhands, the Intermediate power of the svirfncbli, 
also known as the deep gnomes. Callarduran is sociable 
with the whole gnomish pantheon, with the notable amp- 
tion of Urdlen, Callarduran's mmity for the Crawler Below 
rivals that of Segojan or even Garl himself. 

Other intermediate powers include Tefnut, the E] - 
ian lioness-headed goddess of rain, storms, and run,,g 
water; the Japanese powers of blacksmithing and the rice 
plant, ha-Tsu-Mara and Inad; Ilmater, the god of en- 
durance, martyrdom, and perseverance on the prime- ma- 
terial world of Toril; and Kid-Jolith, the Krynnish power of 
righteous battle, justice, and heroism. 

The lesser powers include the gnomish deities Baravar 
Cloakshadow, the god of illusion, pmtect&on, and dmp- 
tion; Gaerdal Ironhand, the power of protdon,  vigilance, 
and combat; and Nebelun the Meddler, a former gnomish 
hero who ascended from mortal to his present status as the 
purveyor of gnomish invention and good luck. Though he 
keeps his realm here, Nebelun's more often found wander- 
ing the planes and has recently set up camp on Arborea, in 
the workshop of the Greek power Hephaestus. 

One last lesser power dwells here: the foollsh Greek 
titan Epimctheus (which some bashers say translates as 

"afterthought"), who senselessly wanders both layas 
of Bytopia. On a rmnt visit to Yeoman, the 

20-foot flgure attracted the attention of 
some Ciphers in from Elysium. Upon 

noticing Epimctheus' "action 
without thought" mentality, 
these members of the Tran- 

scendent Order took to rattllng 
their bone-boxes with him. 

Havhg seemingly attained the 

Ciphers or the titan is a dark nobody's goL 

thoughtless life all Ciphers aspire to, th--'ve taken to 
studyhg the titan and his actions. What i odes for the 

c 

THB PBWBRS 

T sole greater power on Bytopia is Garl Glitter- 
go d, the leader of the gnomish pantheon of deities. All the 
gn mish deities (except one) call Gal's realm on Dothion, 
Th Golden Hills, home. The intermediate powers of the 
gn mish pantheon am Baervan Wlldwanderer, the power 

at foe of Urdlen's and the god of the deep earth and the 
als that Hive there. 
Urdlen, the Crawler Below, is an evil intermediate 

of p e  forests, nature, and travel; Flandal Steelskin, the 
PO er of mining and smithing; and Segojan Earthcaller, a 

poher and the sole gnomish power who doesn't associate 
his better-behaved brethren. The great white, hairless 

claws of steel is much more sulted to hls tun- 
Abyss. The gnome petitioners of the plane are 

plenty afraid of him, as the sexless mole reminds all 
es of the danger of greed. Some say Urdlen's got a 

that allows him to move freely between the Abyss 
ground deep beneath Bytopia's surface. A further 

that since the other gnomish deities spend 
their time at The Golden Hills, Urdlen prefers to 
deep under the mountains of Shurrock, consum- 

e valuable ores and minerals that lay deep beneath 
rugged surface. Other cutters add to the story 
g that it's Urdlen's presence deep under the 

nd that makes Shurrock's terrain so much more 
rough and the storms darker and more dan- 

3 

THB PRBSCIBS 

The powers of Bytopia am much more li' . to send out 
proxies than the powers on the Beastlanu.. h e  gnomlsh 
gods all have proxies dashing about on some errand for 
the powers or their worshipers. Garl Gltttergold's mmt 
powerful proxy is Gemma Feldspar (Px/9 gnome/IlliO, 
Tll/NG). She's a handsome figure, with golden tresses 
braided down her back, and drrsscd all In silka and gold. 
She's the wife of Flandal Steelskin's most widely known 
proxy, Zarban Flamehair (Px/d gnome/FlO/NG), a large 
gnome with flre-red hair and b e d  and a momtrous war 
hammer on his belt. This couple has been manled for over 
100 years and has had over 30 childrm. The gnomes also 
use the creatures called hollyphants as messengers I 
minor proxies from the prime-material worlds when -.: 
gnomes've settled. 

iee moat nf 

1 + 

h a t e r  of Toril has a remlar Ptablr nl 
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themipriests from his prime-material realm. One of the 
is Amanthuras the Beneficent (Px/d humanlP131 
in gray robes with a blood-red skullcap and sim- 

ilarly colored cords wound about his wrists, this proxy 
goes Where his 
ministrations 
are mpst lance against evil. 

planes such as Mechanus and 
Acheron. In Yeoman and other 

towns on Bytopia, they spout their 
beliefs to those who liiten, and offer 
glory and eternal light to tho 

who take the order's oaths of viui- 

The Brethren have a deeper 4 
motive than simply seeking recruits W 

needed. be that on some remote area of 
the prime world his power's worshipers call 

home! or In the heart of the Cage. 
Kin-Jolith of Krynn has many knightly servants. One 

of hisimost favored proxies is Sargeantus Goldenhilt [Px/6 
humrln/Pal14/LG) who was brought from the Prime to 
serve1 his power directly. This tall, handsome, golden- 
haire4 paladin and knight splits his time between carrying 
out aissions for his power and instructing the students at 
his realm, the Heart of Justice. His instincts've told him 
that we cutters of the Planes-Militant (see "The Factions" 
below) may have ulterior motives on Bytopia, but he has 
not spoken against them as he has no proof of any less- 
than-Doble intentions - yet. 

Of the remaining powers, only Tefnut uses proxies 
with any regularity. Feleena the Clawed (Pxl 0 tieflinglR91 
N) is pypical of them. With a dark olive-skinned human 
body vdnd a head resembling that of a Siamese cat, Feleena 
cuts 0 figure most bashers never forget. Aloof, she sees 
little need in socializing outside the community of Tefnut's 
worsQipers, unless a basher can do something for her. 

. . I  B RS 
The vast majonry or petitioners on Bytopia are gnomes. 
Kiri-lolith, Ilmater, and Tefnut all support their own 
groups of petitioners, but their totals arc small when com- 
paredl to the sheer number of gnome petitioners scurrying 
hitheq and yon. If a basher closed his eyes and took a wild 
swing with his chiv, he'd likely stick it in a gnome - if he 
swung low, that is. 

Unlike those of the Beastlands, the wild things that 
inhabit the dual layers of Bytopia are not petitioners, but 
normal (or giant-sized) creatures with no special abilities. 

TH8 PAC+IeNS 
Except for the Ciphers' recent and notable interest in 
Epimttheus, most of the factions don't see much on By- 
topia worth fighting over. However, one sect, hailing from 
Mou* Celestia via a gate from the realm of Goldfire, has 
been fxtively recruiting cutters in Yeoman and most other 
burgs1 on the plane. The Order of the Planes-Militant is a 
lawful and good sect. Also known as the Brethren or the 
Faithful, they're seeking to increase the size of Mount Ce- 
lestia [by whacking chaos and evil on many of the neutral 

..I Bytopia. The sect hopes to steal large 
chunks of the plane from Bytopia and add them to their 
own plane of Mount Celestia. The way the Brethren have it 
figured, if they recruit enough petitioners into taking the 
sect's oaths, parts of Bytopia and maybe even an entire 
layer will eventually slip over into the Seven Heavens. (As 
Dothion is more highly populated, the sect has been con- 
centrating its efforts there rather than in the more rugged, 
less hospitable, and sparsely inhabited layer of Shurrock.) 

Beyond "simple" recruitment, the Brethren also've 
begun to restrain those who speak against their "common 
good," in order to help speed the planar shift along. The 
Order demands incessant self-sacrifice from its members, 
and tolerates no chaotic cutters in its ranks. The sect looks 
to Bytopia as its next 'acquisition" due to the plane's slight 
lawful bent. This plan is the brainchild of the sect's most 
potent wizard, Indigo the Stutterer (P1/6 human/M22/ 
Order of the Planes-MilitantlLG, but recently tending to 
lawful neutral). While the sect is acting with good inten- 
tions - the lessening of evil throughout the multiverse - 
its members are going about it in a mighty peery fashion. 
And some folks, especially in and around Yeoman, have 
begun to take notice. 

Many of the merchants who trade with and in Bytopia 
have noted the increased Planes-Militant activity on Doth- 
ion. Some bloods among them even suspect the sect's true 
goal. Many of the traders and merchants are getting ner- 
vous that their best open market on the Upper Planes may 
become more and more restricted and restrictive. As a law- 
ful sect, the merchants say, the Brethren are llkely to clamp 
down on much of the free-wheeling business dealings that 
occur on the plane by instituting taxes, tariffi, forms, and 
a bureaucracy that'll slow trade to a comparative crawl. As 
a result, some of the wealthier caravaneers, traders, and 
merchants are starting to formalize opposition to the sect, 
praising the values of a free market economy and the easy 
access to products and raw materials, while dropping 
more-than-subtle hints that business, and the flow of jink 
through Bytopia, could be endangered. 

Another potential foe of the sect is the Harmonium. 
Not all that long ago, the Hardheads lost an entire layer of 
Arcadia to Mechanus due to their regimented thinking and 
the numerous Hardhead training camps on the layer. Of 
course, the Harmonium doesn't see things this way. They 
correctly note that the Brethren were recruiting in Arcadia, 
just as they now are in Bytopia. The Hardheads incorrectly 
point to the sect's presence as the true reason the layer 



aiffed, feeling that the sect's militancy was the cause. (The 
cads are just the group to accuse another of extreme 

1 thinking.) The Harmonium's previous loose a1- 
th the Brrthren appears to be ending. 

e sect's other allies, the Guvners, haven't let on yet 
they know of the Brethren's plan. What their reaction 
be is a deep dark at the moment, but their inclina- 
to learn the rules of a situation 

exploit the rules' loop- 
r their own betterment 

coincide snugly with the 

their communities, and the feeling's apparently mutual. 
The gnome petitioners of The Oolden Hills delight in 
telling tales about how an animal neighbor or companion 
saved gnomes by digging them out of a collapsed mine 
shaft, or fighting off some predator or intruder. 

Creatures unique to Bytopia flourish, too. Ethyks, 
whose emotion-influeadng abilities seem at odds 

wlth the nature of the plane, give evidence to 
the fact that not every creatnre native to the 
Upper Planes must be a benden4  or ceks- 

tial being: many arc planar animals whose 
abilities have developed simply to help 

them cope with the cmrlronmt. 
An even better example is the 

HfY. There's also a chant tha 
U W N  + U K I N G  +HA+ 

gravity zone W e e n  the layers 
and which also prove a hazard to 

travelers on the mountain soirrs. Ikc the 
... .'*1\*. 

+. 'U+! 
N@WI Monstmus Supplemenifor details on 

AND Y e u ,  A lot of beants call Bytopia 
+HA+ S+.UPID HA+-, home, as do a variant race of the 

psionic baku; the wwly baku roam 
G E *  ''+ "'! thewindyhighlandsofbothlayemof 

Bytopia, though they're m m  nulMfow in 
Dothion. The @-ita Laown as *+J 

sentinels protect sods in Shwmck 
from the worst dangm of the 

I '@ @ weather and the termin. No one's got 
the dark of why they do it, 
where they come from, or 

where they go aRcr a 
fewhundredyeam, 

but leave they do. The 
adamantite dragon Mercidla also makes 

's foilowers. In fact, the Heart of Y @ U H E A R D In E ! both creatures.) 
cc has recently become 

A N D  Y @ u  . . . - U I A R I D A N N ,  
A N e N @  -+o.m BRI QH 1)1 

- 
t of the Brethren. He 
't know about the 

in their greater cause. 
n's plan and ttuly be- 

me before all the students at &Heart of 
of the Planes-Militant sect. 

of the Brethren - the Fated, the 
and the Athar - have not yet entered this 

that may be simply a matter of time. 

$ + H a l l  B N C $ U N + B R S  

more settled than the feral Beastlands, vast areas 
ia are still wilderness. Plants and animals thrive 
ost any creature that inhabits temperate areas of 

prime worlds can be found in numbers on Bytopia. Pmba- 
bly due to the presence of the gnomish powers, this is es- 
pec ally true of those creatures that dig, burrow, or other- 

live in the earth. A basher ain't a blood on Bytopia till 
mes eye-to-eye with a giant weasel or badger that's 
oddmg bad mood - and the berk just better hope he 

cause of that critter's distemper. Most likely due 
utual choice in homes, these big beasts have an 

the gnomes. The gnomes can wen talk to these 
nd understand the beasties' grunts, barks, and 
e gnomes consider these animals to be part of 

her home somewhere on Bytopia - w h e t  
depends on the cutter a body asks. It's likely she has 
more'n one lair: any dragon worth her scales docs. Perhaps 
she's even got a case or two on both layers. She can tly to 
or from one layer or the other easily enough. 

+ TH6 TWIN PARADISBS + 
The flrst layer of the plane is Dothion, the realm of pas- 
toral industry. The layer's vast woodlands are home to 
woodcutters, hunters, trappers, rangers, and druids. Nor- 
mal and magical forest creatures abound. Treants, the liv- 
ing tree creatures, have put down mots here - if a leatber- 
head's looking to chop down a tree for firewood, he'd bet- 
ter ask it for permission before he starts swinging hh w. 
Dothion's rolling meadows are the province of herders, 
ranchers, and farmers. A body can get some of the best- 
woven cloth on all the planes in Dothion. The many si- 
here support flshermen and traders alike. Some of the folks 
are wen digging canals to make the transpot+ nf *-Aq 



caper. Most of the towns h m  arc small farm- 

mssful ones. The mest town on this layer is 
sized markei burg. The mcrchaxib here 
rt off a bashn's back, but they do deal 

ion also holds the entire gnomish pantheon of 
hough Urdlen knows better than to show his 

e Golden Hills, although nongnomes refer to it as 
too. It causes a bit of confusion to the Clueless 

n, but a body learns that if a gnome says 
means the layer: if a nongnow sqys it, she's 
rring to the gnomish realm. 

ck, the layer that faces Dothion, has rougher 
rougher weather to match. The land is moun- 

flow from the s n o w - d  peaks and 
er-filled mountain valleys, while fann- 

towns in this layer are built around crafts or 
Most every community has a loom in its 

river, troughs to irrigate the or- 
tlrc, heat and smoke, or a mine 

e needs to be said on getting one's body from 
o Dothion or vice versa. While there're paths 
that lead up the spires (as the mountainous 

proflciency checks to clamber up un- 
epcnds on the mountain dimbed, but 
are not unreasonable. Sods without 

All bashm making the climb need to m* a 
eck at the spot where gravity changes its 

coming down and down going up. DMs also 
for a couple of Constitution checks (not more 

ourse, the air's thinnest in about the 
gravity goes all barmy. Failed Dexter- 

point indicate the berk fells "up" for 
taking normal falling damage (Id6 per 10 feet 

is addle-covcd enough not to rest himself 
e ought to. 

Bytopia has been dncribed by Moods as a 'p industr id ,  
industrial world." It's true that Dothion is reminiscent of a 
pdme world that's slowly redeflning itself. The popule- 
tion's lcss dependent on a single crop or animal for con- 
tinued survival. No longer is one porn hervest or an un- 
usually brutal winter cause for famine. Ppnncrs are be- 
coming fewer, but each farm is getting larger as better 
ways to manage the land em dcwlopd Domdceted em- 
imals no longer roam common lands, but are fenced 
within their owner's p r o m .  Not only docs thb keep thc 
animals from trampling or eating the crops, it also helps 
reduce the spread of any disease in thc animals, as groups 
arc segregated and the chance to pass on an infcrtion to 
another group is greatly reduced. 

Water power and other forms of energy are being 
used more often. Water wheels turn the mill stones that 
crush the farmers' wheat into flour, teems of hones are 
uscd to pump the water out of the mines that are for the 
flat time dipping below the water table, 
and shallow canals l i i  com- 
munities with cheap and easy 
watery highways. Roads are- L - -  - 
becoming more common 
than simple paths, 
though the abundance of 
stxams and rivers make digging 
canals a simpler way to join 
burgs. Besides, a canal 
isn't reduced to a sea of 
muck and mud every time 
it rains. 

The production of foodstuffs, animal products (in- 
cluding meat, milk, wool, and leather), woodrurmn& sow 
mining, and the processes that create flnished products 
from raw materials (such as gemcutting, c a r p m e ,  and 
smelting and forghg metals) arc the actMtks that fill the 
days of many of Dothion's &dents. 

Rodudng marketable goods is only half of the ero- 
nomic quation, however. Once an item's finished, a body 
needs a place to sell, swap, or trade for items that the 
basher can't produce himself, or for a nice Mnta or otha 
'luxury" item. (One example of such a "luxury" on one 
pdme world is chairs with b c k s  and arms that replared 
bare benches in the homes of most common p p l e .  hag- 
ine coming home after a long day in the fleld, the mine, or 
watching the herd, and gating to sit down and relax on a 
bench. Then consider how Zuturious a chair with a back 
and arms would feel.) 

But t h m ' s  more to Dothion than industry. As on all 
other planes, there are secrets waiting to be unearthed. 
And for cutters with the courage to scout out the untamed 
regions, untold adventures lie ahead. 

2- 
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amine artifacts, and lost ruins to a much more in- 
chant. One basher in Yeoman claims to have got- 

grove without attracting the atten- 
r the treants - not bloody l i l y  - 
ng that he saw a young baku, not 

tended by several adults and a 
, Most cutters haven't tumbled to the chant that 

evils. Hiding the young Holy 
it's old enough to d e h d  itself and 
hythe herd is so p m y o f  those w- 

THS G ( s L D a N  H I L L S  

R. ThIs warm, congenial domain slts like a crown 
othion and is marked by 

other than beauty. The 
uf fwd in the friendly, golden glow of the 

Garl Glittergold (MM) is the gnomish god of 
umor, trickery, gemcutting, cooperation, and 

tay in touch with their 
so too does Glittergold stay in touch with his 

owers. Garl often wanders his realm, a hand- 
ong, silken robe, with 
s intelligent axe and 

h set atop its own 

Glittergold's role as leader of the pantheon is 
to remind all gnomes to work together, and to 

that while life sometimes may be dimcult, it's 
to retain a sense of humor. 
Garl unquestionably rules the Golden Hills, all 

ortant discussions. - Baravar Cloakshadow, Segojan Earthcaller, 
and, Nebclun the Meddler, Flandal Steelskin, 

cooperate unusu- 
always in the best 

PTION. Regardless of the time of day or the sea- 
tle, warm bmze always blows over the Golden 

1 living things here also are tinged with gold. 
skered raccoons, golden-winged song birds, 
rked sentient trees, and gold-specked butteflies 

are common sights to the gnome petitioners fortunate 
enough to wander these hillocks. 

PRINCIPAL SITES. While the en& area is refcmd to as 
The Golden Hllls, it's actually the ~MII primary hllls (OBC 

for each of the seven good gnome deities) that are tbc 
heart of the realm. Sites at t h m  of these hills (the Gem- 
stone Burrow, the Mithral Forge, and Whkperlept) are &- 
scribed in their own entrln below. 

SPECIAL CONDITIONS. Spells of the Illusion/Phantaam 
school are enhanced in The Golden Hills. Thls bene& ap- 
plies as long as the caster intends no hum to any of the 
realm's Inhabitants. Note that 'mlschid" is not tbc same as 
"harm." 
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ER Cwwms. Beyond thosc NpEs 
mentioned in the 'Proxies" section above, a commonly 
s e n  face in The Oolden Hills is Baragon Swiftwind 
Athasian elf/Ps7/Merkhant sect (pS MC@/LN). swtftrriad 
is a trader of gems and jewelry, and he comes to the 
Golden Hills themselves to trade with the realm's petitkm- 
ers for their wares. He then wanders the other plane$, tmd- 
ing the gnomish goods for other small valuable items, As 
the gems and jewelry are small enough for him to carry, he 
has no need for wagons or a central location auch as Yco- 
man to do business. Swiftwind is known in the MI to be 
able to acquire almost anything a cutter could want. 

SERVICES. Simple needs such as a place to dpx  and a 
good meal arc readily available. Healing for goOd-pl@cd 
characters and gnomes also is possible. However, able 
bodied bashers are asked to wort in exchange for servkxa 
rendered. This work may be as simple as woodcutting or 
moving wheelbarrows full of ON out of the mines. Or, if 
the characters are adventurers, the gnomes may have a 
particular task in mind, such as rooting out evil intrudcn; 
ridding the area of large, dangerous pmdators; or protect- 
ing a caravan to Yeoman from a group of bandits. 

CURRENT CHANT. Most of The Golden Hills are calm, 
peaceful places, as the powers here keep a close eye on 
their realm. The gnomish powers hm don't snm to notice 
(or care, if they have noticed) what the Order of the 
Planes-Militant is trying to do in attempting to 'libmtc" 
large chunks of the rest of Dothion. Of cov13c, as pomn, 
nothing makes them move if they don't want to move. If 
the sect is successful in pulling chunks of the layer of 
Dothion over to Mount Celestia, and those chunks include 
settlements of the gnomish powenr' pctitionm, Garl Glit- 
tergold and company may take action to return their fol- 
lowers to the fold. What form this action could take is a 
dark nobody's got, but knowing the gnomish pantheon, 
they'd likely invent a scheme that t r lcM the sect into E- 
turning the lost lands. (set the previous section titled "The 
Factions" for more on the sect's srhemc.1 



1 TH8 Q 8 m S + e N f i  BURReW 
(Site) 

the tunnels under this Golden Hill 
and that they can hold the entire gnome peti- 

within. Indeed, it’s the chant that most 
here, in the domain of the god of the 

I DESCRIPIIUN. ihe site at the summit of this hill is the 
d main of the gnomish power of the earth and those 
w h o burrow throuuh i t  SeUoian Earthcaller 

Flandal Steelskin’s love of these matnials supposedly mns 
so deep that his tunnels extend under Shunodq the Out- 
lands, and other planes - and some of these plana’ d- 
dents wouldn’t k very pleased to discovrr that then were 
gnomish tunnels deep beneath their lands. 

DESCRIPTION. This Golden Hill itself serves as the home 
of Flandal Steelskin, the gnomes’ god of mining sad 
smithing. As soon as a body starts climbing this amber- 

hued hlll, he can hear, or ntbm feel, a 

L 

deep rumbling from under hb frit. As 
the cutter ne- the hill’s a&, he 

sees the golden ground 
visibly moving up and ‘Ir. downinrhythmwith 

the rumbling, It 
taka a pmy eye to find the 

well-hidden o p i n g  
arrayed (to nong- 

, infinite tunnels of Earthcaller, 
owm, and every variety of dig- BS+ AS BIG down into StcelsWs 
r burrowing animal known to exist. Earth- tunnels, mine, and f o e ,  

nels represent the qualiw home and con- 
bling is audlble to any bat Follow It 

and sooner or later a cutter 
fort that only a safe, warm, dry 

can instill in the heart of a gnome. 
comcs across a living, arthcaller’s primary proxy is the one- 

Bartuk Stonethrow Px/d gnome/Pll/ WHAL : Y e  l$ IN’  breathing forge that seau 
nethmw does not speak of how he to grow right out of a 
right hagd. Lage numkrs of ani- huge vein of silvcrish orc. 

It’s here that tbe so reside in Earthcaller‘s tunnels, pd- 
y of species that dig, burrow, or other- silver-- 
1iveunderthe~round.Withsomanyof KNeW W H B N  +. S H U +  U P  flame-evcdPlandai 

r- is set just beneath the 
mit of this Golden Hill. Within 

f + H E R E ,  Gf 

Y ~ U R  N@!j E!  
H but once iMkk the NDl- .-. 

H E ‘  
WHA+. 

- @W! - m a  PRINCfi .  
w m  IUS+ D e S S N ’ +  

th se creatures hen, warden beasts of ihe ap- 
pr pdate animal lords (the badger lord, the gopher lord, 
an the mole lord especially) pay visits from their realms 
on the Beastlands. 

. Any gnome who enters the realm of 
cauer gam m e  benefit of an animal fiendship spell 

to all digging, burrowing, or tunneling ani- 
does not apply to other types of m a -  
birds, deer, and so on. The effect lasb 

t 
of the gnome‘s stay on Bytopia. 

CURRENT CHANT. Deep within the burrows there is ru- 
m d to k the gnomish pantheon’s treasure hoard, or at 
lea t the gemstone portion of it. To back up thii chant, the 
be who spread it say, “Well, the name of the joint is the 
‘G tone Burrow,’ right? So, why dse would it have that 
na e?” 

TH8 I I I I + H R A L  PQRQfi 
(Site) 

in all the multiverse lie under this Golden Hill. One 

i 
The largest deposits of valuable minerals and 

claims that many of the tunnels under the 
lead to the undergrounds of other planes. 

tends io his w o k  
his flaming hammer shaping a new tool or blade for his 
worshipers. Steelskin’s petitioners are always scurrying 
about, exploring the seemingly endless tunnels for new 
veins of ore, carting ore to a smelter, or mating another 
well-crafted pot, plowshare, or tool. 

SteeWn’s best smlth and proxy is GllIlana Heatforge 
(Px/Q gnome/Flrl/LG). Her smithing and her hatred of 
Urdlen the Crawler Below are both unsurpassed. Sh t 
several family members, including her father, when U I 
caused the collapse of the family‘s tunnels almost ten 
years ago. 

Any gnome who stands bathed in 
the light and heat of the whrpi Forge gains the effects of 
a ring offire resistance for one full day, regardless of 
where the cutter may go in that time span. 

Steelskln shares his forge and his mining tunnels with 
ha-Tsu-Mara, the Japanese power of blacksmiths and 
weapon-maling. The same benefits apply to his worshipers 
as apply to Flandal’s. 

CURRENT CHANT. Gilliana Heatforge is always on the 
lookout for the dark of Urdlen or hm evil petitionen’ latest 
scheme. If there’s any chant that the Crawler Below or his 
minions are at work, Heatforge is sure to check it out. 
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l (Site] 

HEAR Y. The Golden Hill called Whisperleaf epitomizes the pas 
natu of the realm's inhabitants and of Bytopia itself. 
breez r that constantly blows through the leaves of th9 
any sbur mood sweet, calming anger and brightening 

I 
e applies to the ancient oalr tree ato 

Hill that the intermediate power Baervan Wildw 
spear Whisperleafwas 
ldwanderer is the 

ector of forests and glades. He's also 
almost the equal of Garl. and so is th 

hilltop adorned with numer- 
tinted oak trees and abuzz with 

r than appears from with- 
it's large enough to house - 
anderer's petitioners. 
ash Deeppockets [Px/d gnome/TlZ,illl2/NG) is 
's chief proxy in Whisperleaf. Deeppockets is 
jovial smile and wicked sense of humor. 

pricked by the sharp wit of 

eaf also is home to Baervan's companion, Ch 
ccoon. A sod'd do well to keep 

-box that Chiktikka can thrash most bloods 
himsdf - prime or planar. 

! 
ECLU FEATURES. Any nonevil gnome atop this hi 

m CHAM: One chant heard in Yeo- 



. As the petitioners of Bytopia are primarily con- 
th the production of goods, canny planars and 

r cutters with enough guts and enough jink to brave 

RULER. Overseeing Yeoman's exchanges is the Right 
le &abet the Seer, Mistress of Guilds and Mayor 
an (Pl/Q bariaur/Divll/Sign of Onem. Lizabet is 
preening, even for a badaur. A diviner specialist 

dew, she retains her position 

EHWD me THRONE The true power of Yeoman is the 

an plenty of jink, they seem willing to ignore her 

ng to make inroads 
business dealings of Yeoman from their offices in 

Fraternity of OrdedLE), an ogre mage out from the 
to be a common sight in the mar- 
an, and the Consortium's icon of 
ong a series of glowing portals is 

n be a friendly enough basher, but a berk who 
s him in business is ruthlessly dealt with. 

& n i ~  L0rCD:AC 4; MV 9, PI 15 (B); HD 5+2; 
np A / ;  THACO 15; +AT 1; Dmg ld8+2 (naginata +2); SA 
+ to attack rolls, +6 to damage roll due to Strength, 
sp Ils; SD spells; SZ L (lo+ feet tall); ML elite (14); Int e 
c tional(16); AL LE; XP 975. a 

Notes: Spells used at will - darkness IO-foot radius, Py 
(duration 12 turns), invisibility, polymorph se(f(humanoid 
forms only, 4-12 feet tall), regenerate (1 hp per round); 
Spells used once per day - charm person, m e  of cold (60 
feet ion& 8d8 damage), gaseousJimn, sleep. 

The Order of the Planes-Militant and their growing 
number of Bytopian converk arc beginning to make their 
presence felt as well, both in the sire& and guildhalls of 
Yeoman and in the Conclave of Mastm itself. ThuJ far, the 
sect's most influential convert is Guildmaster Thanos 
Darkwove (Pe/6 gnome/O-levcl/Order of the Planes-Mill- 
tant/LN) of Yeoman's large Weavers' Guild. A gnome 
who's gotten a bit too greedy for his own good, Darkwove 
sees the Brethren as a stepping stone to becoming Mayor 
of Yeoman. 

DESCRIPTION. A bustling trading burg near the 'center" 
of the layer, Yeoman is the place to be if a body's got 
something to sell or some fink to spend. Any nonedl d 
nonmagical product, good, or service can k found for d e  
or barter in Yeoman. If thm's  a place anywhere on thfs 
plane that goes all day and all night, it's Yeoman. Mer- 
chants and caravan traders sit hunched over an inn's stout, 
hand-cawed oaken table, squinting at contracts aad hag- 
gling over the h e  points of a deal till all hours. Thc streets 
are never empty; somebody's always unloading a wagon 
full of goods just in from the hardy craftsmen of Shumck, 
hitching a team of horses to haul a shipment of hand- 
crafted items to the high-ups in Sigil who can afford the 
caravaneers' mark-up, or hawking the merits of this tav- 
ern's ale or that joint's feather beds. Yeoman's a great 
burg, but quiet it ain't 

Yeoman lies at the confluence of the rivers Diligence 
and Splendor, making it convenient for any bashm travel- 
ing on the currents. As the burg also sits near several 
realms and other towns, none haw a far piece to travel in 
order to buy, sell, or barter their goods or service. As a re- 
sult, Yeoman is by far the largest burg on the plane, with 
its population rising into the thousands at hawest times. 

Cutters from Sigil and all across the Outlands come to 
Yeoman to get gnomish-made good4 and other petitloner- 
produced products. A body can get some of the same high- 

quality items in Tradegate, but a basher's got 
to beware of fakes and counterfeits 

there. (One chant says that fakes 
were once so common in Tradenate 

that the value spe~ was created just to &e 
r the sods half a chance of flnding the real 

thing. That's just another exampie of sup& 
and demand at work) Besides, the merchants that 
run the Yeoman-to-Tradegate mute usually take a 

1545% mark-up in the price. , 
Mills line the shores of both 

rivers, while smiths smelt the valu- 

E V E R  R E N E G E  $N A B U S I N E S S  DEAL.  - @VBRY B L Q e D  IHBRCHAN+ on BYI)I@PIA 



tools and jewelers use those tools to turn rough 
into finished gems and jewelry. Carpenters carve 
woodcutters' oak and elm into 
furniture, mugs and other uten- 
siis. minninz wheels, and axe II 

ndl& forth; woodcutters. W 
$dl shops are evephe re  in Yeo- 

an. kvoodcarvers, furniture-makers, keglers (barrel- 
akee), weavers, wheelwrights and wagonmakers, tan- 
rs, tnd carpenters offer their goods or services to CUS- 

men and caravan chiefs looking for bargains. There's a 
map df the Yeoman Bazaar in Aduentures in ConJict; the 
map aplly shows a small part of the sprawling dty. 

ith so many caravans and merchants coming and 
going inns, taverns, and stables are regular features. Some 
inns 1 s ecialize in the local game, fish, and poultry, while 
othed cater to more exotic tastes. 

i. The Conclave of Masters can field plenty of 
local bashers to defend the town. As many caravans and 
mercbnt trains carry their own hired muscle to protect 
precihs cargo, sods looking to make trouble in Yeoman 
nrvrriknow just how much opposition may be awaiting 

I 

S~RVICES. Yeoman has any normal, nonmagical good, 
produp, and service available for sale that a body could 
think ef. The only exceptions to this rule are any and all 
evil p actices such as siavery, or unsavory goods such as 
curse 4 items. Credit is unheard of, however. All deals are 

ed on the spot, or as the locals call the practice, 
(cash on the barrelhead). 

LENI CHANT. There's probably more intrigue going 
on in reoman than on the rest of the plane combined. The 
Order f the Planes-Militant is busy recruiting cutters from 
amon the plane's petitioners and setting up for the planar 
5 h i f t  4 ey'w hoping for, the merchants are always looking 
to cut la better deal, the Mayor's using her magic to make 
her (@d the town) more jink and more prominence as the 
place to trade, and the Planar Trade Consortium is trying 
to e a 4  itself a slice of the trade-and-industry pie of this 
b w .  , 

SHURROCK, 
H S S LE REI. W RAC KS D 

As Do hion is the layer of manufacturing and finished 
goods,iShurrock is the layer of raw materials: ores, timber, 
stone, bnd gems. Here, mining, smelting, quarrying, and 
carvine are the most common professions. The petitioners 
here'rq fewer than in Dothion, but they're hardy souls, 
proud bf their works and their homes. As most of the OC- 

of this layer's inhabitants require large amounts 
communities tend to revolve around a series 

t 
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stones 
the 

of mineshafts, a large mill, a 
granite quarry, and so on. Most activ- 

ity occurs indoors or underground, as these areas 
provide shelter from the layer's wild weather. 

For reasons unknown, the weather here is 
harsher than that of Dothion. The sLy is sei- 

dom clear, a blustery wind never ceases 
even In what passes for summer, and 
a storm's always brewing on the 
horizon. In fact, Shurwck's weather 

bad, and soon) that a race of creatures 
is so unpredictable (except that it'll be 

known as air sentinels (MC8, Outer 
Planes Appendtx) watch over travelers and 
traders on this layer. These air spirits re- 
semble djinn from some prime worlds 
(and may've evolved from them), and while 

w 

these beings can't control the wild weather, they can 
guide a sod to a cave or other shelter away from the worst 
ravages of the storm. 

In any case, the weather here matches the terrain. 
Shurrocks ground is hard-packed and rocky, making 
farming difficult even without considering the chaotic, vi- 
olent weather. The hills are steeper, and the mountains 
much more rugged. Like Dothion, Shurrock has a number 
of streams and rivers, but here they're faster flowing and 
more treacherous - full of dangerous rapids, perilous falls, 
and huge boulders just under the surface that rip the bot- 
tom from any wooden craft. 

Bashers may wonder how the raw materials for the 
plane's industria, most of which come from Shurrock, are 
transported to Dothion where these commodities are 
turned into finished products. After the ore is mined, the 
stone is cut, and the uncut gems removed from the detri- 
tus, hearty souls load up their wagons and brave the 
weather to the nearest spire. While Individuals can climb 
up the mountain's winding trails to reach the plane's other 
layer, heavily loaded carts and wagons just can't handle 
the sudden shift in gravity when passing from one layer to 
the otber. To get large amounts of cargo to Dothion, and to 
ship food and finished goods back to Shurrock, the gnome 
petitioners've invented a new type of transport that deals 
with the unique conditions of thii plane quite weii. 

Large pieces of leather or canvas are sewn together to 
form huge bags. These bags are then filled with heated air 
(often from a forge, bonfire, or thermal vent in the moun- 
tainside). The bags are then tied closed with stout ropes. 
Meanwhile, the cargo is loaded into enormous containers 
(usually spheres) for the shipping process. Wooden con- 
tainers are lighter, but metallic vessels offer the contents 
better protection during the ofttimes bumpy ride. Once 
loaded, padding is added to prevent damage, and the latch 
is closed. The ends of the ropes used to close off the bags' 
openings are tied to handles on the sphere's midpoints. The 
number of bags used is determined by the weight of the 
cargo. 



1 When enough bags of heated air have been attached a tariff on all goods that pass through, The guilds somethnn 
even rrfuse passage to a cornpetitom' wam. The Mays and 
expenses incurred with these gam l a  what Bnt drove some 
busincsswn to s e d  for an altannthre. 

cargo sphere, it lifts off the ground and begins float- 
the other layer. When the bags reach the 'grav- 

the place where gravity shifts - their natural 

\ 



this "sandwich" structure. The sods assert that this 
arrangement goes against the order of the multhnnc and 
that the plane's trylng to rearrange i td f ,  fuet PI water al- 
ways sceks its own lore1 or lodestones attract iron. It'sjust 

Preventing this planar relligneerrt 
are the spires. As inw pacts of 

ing the forces that'd rrpIIIIy(c It. 
Just what form the plme'd take 
should the spim ever break or 

otherwise lose their grip b a dark 
the sods don't mmn to 

want to talk about. 
They just get quiet and 

Nobody knows what'd 
happen if all thls is true, and 

what the effect wonld k if the 
Bnthrrn of the Planes- 
Militant do m p ~ u ~ c  to 

CS N +a RSPI RE 
(Site) 

mm' Y. Some folks say that this spire, the biggest of all 
the h ge columns of rock that physically join the two lay- 
ers o Bytopia, and the rest of the rocky bridges are actu- 
ally e last anchors holding the laym together. W e  
most tters just look up, see another world above 
their cads, and assume that the spires are 
hol g Dothion and Shunock apart, these 
bash claim the mountainous connec- 
tions re the last stitches keeping the plane of 

the way things w o k  

the plane &If, Bytopia fs mist- 

Y @ U  De, 
W H A + E V E R  

1)p" 

pale - real pale. 

-* 
D e " +  L$$K D $ W N  - 

I A vast peak dwoid of all veg- 
high into the sky, grasping the 
from Dothion to meet it. Not $U+ 

-I-$ C H A N G E .  

BXPBRI(iNCBD 

Bytopla 1 from ripping apart like a torn seam. 

the largest and most 

climbing checks 
SPIRB cLImwn stdchunLsofBvtaDfP for this journey, as a winding nat- 

has been carved into the mountain by the 
who've come this way. A Dexterity 

the point where the gravity shifts, 
for berks hurrying the journey in 

waystation has been built to 
and drink before beginning 

up the CenterSpire's narrow 
itairc e. The Last Chance Inn holds a stable, a one-room 
ihack 'th a large %-pit for warmth and cooking, a well, 
mda  f outhouse. 

I 
. Unknown to most bashers, numerous 

near the base of CenterSpire. A few of the smaller 
mountain wen as the peak 

to clasp the mountain rising from 
of these cramped caverns actually 
up and down trade places when a 
ing on (or in) a mountain on Shur- 

n one in Dothion. At this point in the 
shifting gate. Due to the gate's unique 

nging to either Shumck or Doth- 
I often, a cutter passing 

Plane. But for reasons 
oken, sometimes the gate delivers 

" to the flrst layer of the Beastlands or By- 
the Outlands. Another dark unknown to any 

re occasions, the gate deposits 
a, Camri, or the Gtay Waste. 

ENT CHANT. Sods who claim the spires are all that 
opia together are often asked 

apart. To this, the sods reply 
e in the Great Ring that has 

+ 4  
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for their home on M& 
Celestia. If this's all truth, all the bashers on Bytopia batcr 
hope that none of the land the Brrthrrn filch is attached to 
a spire. 

LAIR eP +HS 
ADAmAN+I+8 DRAOON 

(Site) 

Some leatherheads claim that the race of 
aaamanute dragons all have their cases on Bytopia. Any 
basher knows that if there wm an en* species of dragon 
living on this plane, a body'd hpw to walk in a pumancnt 
crouch for all the wings and clam in the air. Bloods know 
there's only om adamantite dragon - at least at any one 
time. The sightings of "dragons" in different parts of the 
plane just means the dragon's got more'n one case, but 
they're all f l u  hard to find. 

I Accessible only to cutters capable of 
flight is the huge, crystalline c a m  that scrvcs as thc lair 
and larder of Merrialla, the adamantite dragon. €I@ in thc 
most rugged mountains on the whole plane is the cwnn's 
mouth, pecking out of a sheer cllff like the black cyt of a 
tanar'ri. Within, the cavern is hundreds of feet across. 
Every inch of the walls, the vaulted nUin& and cvcn the 
floor is covered in shimmering crystals. The crystals refract 
and reflect the light that enters through the caw's mouth 
endlessly lighting the cave as bright as day with rainbow, 
twinkling stars, and dazzling beams of light. Against the 
far wall Iks Mercialla's hoard - all the gems, geodes, and 
crystals she uncovmd when she dug out this cavcm to be 
h a  lair. These too pick up the light from the crystal walls, 
further heightening the resplendent &et. 



&RCIAWA, m AD- DRAWN: AC -10; ilV IS, F1 42 
( ); HD 21; hp 132; THACO 5; #AT 3 + special; Dmg 
1 12/1d12/6d8; SA two breath weapons, flame (dmg 
2 lm 12+9) or #me stop, spell w; SD +I or better weapons 
td hit; MR 65%; SZ G (213 feet long); ML fearless (20); Int 
gjnius (le); AL NG; w m , ~ .  , 

PECIAL FEATURES. Mercialla is the self-appolnted 
an of d l  that is good in this rugged area of Shur- 

k. In coqlunction with the air sentinels, she keeps the 
r as safe for mortsls and petitioners as she can. 
Any cutters who enter her lair must save versus para- 

ation or bc dazzled (stunned) for ldIO rounds by the 
Ing, Ught-waplng qualities of the cave - as long as 
's any light entering the cave at all. Evil berks who 
a must save or be blinded for ld4 hours. 

I 

C m m  CHANT. Mertiella recently encountered - and 
p t in the dead-book - a troop of Minions of Set (PS Cam- 

ign scning Mmrrous Supplement), apparently on their 
y to c a w  mischief in the realm of Set's Mlow Emtian 

er, Tefnut. MerciaUa doesn't know of any permanent 
te that links Shurrock to Baator, w h m  Set's followers 
ide. Evidently, someone dse knows a way. 

Mercialla's also trying to uncover thc dark of rumom 
s w s  heard from the miners of this layer about rich min- 
e~$ wins just up and disappearing. From the petitioners' 
d riptions, it sounds like something devoured all of the 
m 7 st valuable ore. Fmm this description, the adamantite 
drkgon is peery that a rust dragon (Planes of Law MS) 

p i 7 

found its way to Shurrock and is gorging itself on 
m i n d  ores of the layer. A 

u 

weather of the plane, and the interior ground floor is rda- 
tively undamaged since, when the t o w  collapsed, most of 
tbe stones fell beyond the small diameter of the l%st I&. 
Inside, the tower's remaining bishimgs sll p ~ r  titaa-oizcd 
(20+ feet high). A table and mismatched chairs, nhst 
would've been a hearth or fkepit, and a y p s t k d  with the 
largest feather mattress a W s  likely to sct m thc only 
identifiable accoutrements. 

SPECIAL FEATURES. mind-- S@S (W?&fbSb, 

w e ,  and so on), arc enhwced when cast on this &e, asa  
result of the foolish titan's intlwnn. 

CURRENT CHANT. When the tower collaped, Epimahcua 
stood for a while, staring st  the wreckage and mtchhg 
hfs head. After a day or thee of this, he wandered off. Ap- 
parently, he's not tried to build himself anotkr home - or 
at least not another tower - s k  Hc siarlay waadus bDth 
layers of Bytopla, trying to help sods out but g d y  
causing more trouble than he so1vcs. 

The Ciphers who recently encountered Epipn-w 
near Yeoman are said to be looking for a site to study thdr 
new philosophlca~ ideaL They m q  cough up plenty of- 
to learn the location of this spot. 

A druid just back from a jaunt to commme with t)lc 
dementa1 nature of Shurmck gives a nm *. a group of 
ni'iaths have made the ruins of the tower thdr homc. 

I *€IS RIDICUI,@US T@WSR 
i (Site] 

W I W D W  RA+ H 
(Realm) 

t the addle-cod 

though, he decided he wanted it 

down around Epimcthcus' feet. 

-Ilke shape that was the 
rufns of the site. 

umbles of mcka and boulders 
es. Bpimetheus didn't think about cutting the 
to blocks or even using stones of similar sires. 

cover from the inclement 

i3wwm. Atop a pyramidal -- 
rain summit rests W M  thc do- 
main of the Eeyptisn goddm of life- 
bringing rafn and the worldly o*. P U*as to -e&, th r  

cloud-wpshed p c p ~  prov~&~ a b w ~ a  fir  ti^ ' Uon-headed goddm and her Pollowem 

bodles the life-@vine moIsture in the sIr. Tehwt also R- 

flects the wrath of a storm and the gentle dewdrop an a 
md in a chill mornlng. 

In another aspect, the goddess also fills t)lc role (M 

overseer of the world's order. A she brhgs rpia to sustain 
the life of her worsMpns, Tcfnut w a t c h  wn hn @ne- 
material worlds to assure that &I goes as it shod& 

POWER. An htermcdlpte ~OWCI, TebUt fLL) ~ l g -  

DESCRIPTION. The peak ts usually enwlopcd by thkk 

ning and mar thunder for their goddess when they Apcb 
the summit. Below the summtt, Tcfnut's petitioners make 
their homes in tbe mounbtinrs deep cawms, in small pyra- 
midal stone buildings c a r d  from the peak's 1- mk, 
or beneath sheltering cliffi of overhanging stone. 

Clotids that billow UP the m~~&in'~ ddcs to CI& l w -  

I + 44 + 
! 



~RINCIPAL TOWNS. Ston-bat, a village hewn into the 
's side, holds the largest concentration of 

etitioners. As is common on the plane, all the 
dents are engaged in a common industry. In this 
diligently carve the praises of Tefnut into large 

e taken from the mountain, In the hiero- 
on the prime-material worlds where Tefnut 

n completed, these holy 

I 

CURRENT CHANT. Dyalotep recently spoke with the 
dragon Mcrcialla over the latter's encounter with some 
Minions of Set. Dyalotep knows of no specific c a m  to ex- 
plain why Set's followers attempted this raid, hut with 
sa's inclination to do weqything In hls power to upset the 
worldly orda and SOW discord, Tcfnut's followcn on By- 
topia are not an unlikely target. 

1 



whack tkc threat. 





# PHYSICAL C @ N D I + I I @ N S  

The dominant feature of all four layers of Elysium is the 
River Oceanus. The river serves as the primary means of 
tqansportation on the plane and as the link between of 

of the plane's burgs. It's a sort of a watery highway 
the layers, and in a lager m s e ,  between Elysium 

The World Ash, Yggdrasil, has spread its branches 
ross all the layers of Elysium. The great tree provides 

creatures and offers a trawl alternative to 
Yggdrasil's numerous, wide limbs allow 
of Elysium's layers, and hold numerous 

apd the planes of the Beastlands and Arborea. 
' 

I As an added bonus, 
there's no such thing as 

bad weather on 
Elysium. Days 7 

gftes to many of the other planes. 

A 

are cool 
and per- 

F R $ h  n r n E ?  fectlY 
calm. whiie 

it never 
seems to 

- A P$LYm$RPH@D 
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rain, a fresh 
dat of dew covers the plants each and every day to pro- 
$e necessary moisture. 

It's also flaming hard to get lost on Elysium - for 
and clear conscience, that is. Any part of 
reached in a matter of hours, or maybe a 

the destination lies on another layer. The way 
rks is that a body picks a path to where she wants to 
doesn't matter if that path is strictly straight and or- 

all roundabout and willy-nilly. As long as a 
es good deeds along the way, she arrives at her 
, none thc worn for thc journey. During travel 

pportunities to perform good deeds arise. A 
gon may get stuck in the mud, one of a 

s flock may could fall into a river and be unable 
itself, an animal might k found with some in- 

that prevents it from moving easily or gathering food 
so on. If the travelers cease their journey to aid t h o r  

ir progrrss toward their destination is greatly 
over those who choose to ignore the plights of 
the interest of speed, lassitude, or an uncaring 

'travelers' way" (also referred to as 'trawlers' 
" for those who don't tumble to the idea) that helps 
lysium such a safe place. The followers of the evil 
and such'd love to pop in through a gate and start 
ing this pristine place. And while an occasional 

east does try it, it wanders about, getting . Such a creature could cause significant dam- 

age wherever it finds itself, but it couldn't ever get to 
where it was hoping to go. Besides, while the flmd is me- 
andering about, a proxy or guardinal?l show up Wre to 
long to see what's causing such a stir and extaminate th 
sod for its arrogance. 

The most unusual aspect of the plane of Etysiua b 
that it's very unfriendly to undead. Any undccld creature 
entering Elysium suffers 2d6 pdints of damage pcr round 
from the positive energy inherent to thb plane. The thing's 
skin starts smoking and burning: those with thmata wund 
like they're choking and Coughing. Pretty soon (when re- 
duced to 0 hit points), the undead creature bunts into 
flames, immolated by the power of pure goodness. All 
that's left afterward are some ashes that arc picked up and 
scattered quickly by the wind. 

4 - . -  
As far as spells and such go, Elysium is at once the least 
and the most restrictive plane of the three dartlce in Wa 
book. Unless they're ilsted below, all magic functions nor- 
mally. 

ION/SUMMONINO. No summoning spell func- 
tions on a native inhabitant of Elysium. Since summoning 
spells cast on the Outer Planes only summon creatum 
that're on the same plane or neighboring planes I e 
caster, these spells are all but impossible to cast SUI - 
fully. Summoning spells may bring nonnative matures 
currently on Elysium, including PCs, to the caster of the 
summoning. However, all such beings who are of a good 
alignment gain a +4 bonus to their saving throw to nslst 
the summoning. This bonus applies to good-aligned player 
charactm on Elysium as well. 

DMNATION. Divination spells that serve to obscure, 
hide, or falsify information (such asfulse vision and 
screen) fail 100% of the time when cast on Elysium. It's 
generally klieved this is because there ain't no dpltc to be 
kept here. Other divinatlon spells operate normaliy. 

ENCHANTMENTICHARM. Like summoning spells, 811 
cham and hold s ~ ~ l l s  fail when cast 

YeU'LL G E ,  against the na& of 
plane, 
including 
petltloners. WHEN Y e U  DESERVE +e, 
Thcse spells B E R K .  

+e A BURG 

- IPLYNW, 
may function on 
visiton to the 
plane, but all 
such good-aligned 
beings, including PCs, mehn a +I born to thdr saving 
throw versus these spells. 0th enchantmcnt/charm rpcul 
operate as they should. 

A GUARDIAN PAC*. 

I 
+a+ I 



OMANCY. Any necromantic spell that causes harm 
amage automatically fails when cast on Ely- 

rther, there is a 3396 chance of a backlash from 
affecting the caster. If a backlash 

e caster suffers the intended effect of his 
11. This backlash is an aspect of the pure 

of the plane, in that when a body (in 
the caster) tries invoke the powm of 
in necromantic spells, the goodness of 
reacts -just as the inhabitants'd react 
ith charging about the place. L 

items. (The effect of carrying such a blessed item is as fol- 
lows: the bearer enjoys the benefits of a bless spell 85 long 
as he carries the hnctioning key and maintains the fwor 
of his power.) --- 

rnAQlC E MENTAL. Elemental spells function as usual, with 
one e ception: Water spells are enhanced on the fourth 
layer f Thalasia. Also, as on Elysium's 'opposite" plane of 
the G ay Waste, summoned pseudoelementals are free 
from e moment of conjuration, unbound by the spell's 
condi ons. If summoned for the cause of good, however, 
the el mentals serve willingly and do everything in their 
power o aid the summoner. 

SPILL KBYS 

, only nonevil spellcasters can find spell keys 
that function for them. Thing is, as most of the 

there ain't much call for spell keys here. (Think 
: What good wizard's got cause to cast a harmful 
ntic spell on this plane?) In cases where a key is 
the wizard finds one that matches his alignment. 

(maybe only the high-ups in their cases 

agical schools don't hamper good speil- 

ful casters (good or neutral), the key's usually a 
r item that is somehow definitive. A ruler or an 

xamples. Chaotic spellcasten often find 
much less regimented or more imagina- 

even a child's ball or set of 
Neutrally aligned bashers've got it eas- 

em associated with their class (or specialty) most 
key. For example, a generalist mage 

across a twig that looks remarkably like a wand. 
"wand" has no charges and contains no spells, it 

for that caster. A Diviner specialist 
estone or a divining rod as a key. 

i 

PeWBR KBYS 

re, it's no wonder clerics and spe- 
nosing about Elysium for power 
on one quest or another. Power 
ke a form related to the power's 
ture go& might grant a key in 

or scythe. The sea and water 
ay give their proxies or priests tiny tridents or nets 
e to be worn like a veil. The desert powers give 

d the war gods grant keys in the shape of arms or 
be used in battle as blessed 

The mages of the Guardians sect (see page 51) have heen 
working to create magical items that allow sect members 
to emulate the abilities of the guardinals. Some items 
they've created include the following: 
+ wings of the auorals, which function as a cloak of the 

bat (OWWON MASTEP OUkk), except thpt the WCpTu'S 

flying movement rate is 36 rather than 15; 
+ hooves of the cerdivals, hoots which function as +3 

weapons and allow the wearer to kick once per melee 
round in addition to all other attacks, causing ld6+3 
points of damage per hic 

+ gauntlets of the equinals, which grant the wearer a 
Strength of 20, but the +3/+8 bonuscs to attack and 
damage rolls apply only when the wearer of the 
gauntlets attacks with her bare hands; 

+ haunches of the lupinals, leggings which a d  as boats 
of springing and sMdiq; 

+ spectacles of the ursinals, which grant the wearer a + I  
bonus to her Intelligence and Wisdom for w long as 
the eyeglasses are worn. 

The wizards and sages of the Guardians have yet to 
produce any items that represent an aspea of the pow& 
leonal princes. The chant is that they're working their 
brain-boxes overtime to research and create an item 
mlghty enough to do the leonals justice. 

I N H A B I  LEANLES + e p  BLYSIUrn + 
Inhabitants of Elysium reflect the ph&s &gular concern: 
pure goodness. The plane's natives, thc guar&mls, em- 
body this spirit in their -. Not fordng theirvkws on 
any berk, they live their lives as they choose una a k a t  
or some evil comes to their attention, They then pur M e  
other concerns until the k a t  has bcen dalt with or tbc 
evil has been eliminated. 'Ibe sect known as the Guardhi 
slso tries to follow this urample. 

The plane's powera, proxies, and pctltlonera Ji have 
their own interests, but are ready to defend good md jus 
tice should the need arise. 

+49 + 



THB P e W 6 R S  

As Elysium is such a purely good plane, it has attracted a 
si ificant number of powers interested in supporting the 

The greater deities indude Hiatea, the goddess of the 
Ig and voadkyn giants who cplls the realm of Wood- 

c a p  of good aaoss the planes. 

h n in Eronia home; Chauntca, Mystra (a new arrival), 
an Lathander of the prime world of Toril; Mishakal, a 

nish powa of healing who resides in Amoria; and the $ an ient human deities Enlil (a sky god) and Ishtar, a pow- 
e* goddess of love and war. 

' Intermediate powers're even more numerous through- 
ou the four layers of Elysium. These powers, all of them 
hu an deities, respect each others' territory and are more 
in ined to aid each other than the powers of any other 

, On the layer of Thalasia, the Celtic powers Belenus 
an Brigantia maintain the Isles of the Blessed, the resting 
pla of heroes who died for the cause of pure good. Ely- 
siu is also home to two Egyptian goddesses: Isis, who 
vis s her realm here when she's not needed in Heliopolis 

adia, and the sky power Nut who, when forbidden 
to Onr ar children by her grandfather Ra, fled Heliopolis and 
f o r d  refuge in the farthest reaches of the plane. 

The Chinese powers here include Kuan-ti (or Huan-ti), 
a p wer devoted to war and its prevention through diplo- 
ma , and Liu, a god of agriculture who shares Chauntea's 

11: the Japanese sea god 0-Wata-Tsu-Mi, and Tsuki- 
nother Oriental pantheon has representatives here 

d of the moon and the seasons. From the East 
on are Savitri, the god of the long day sun 

ower illuminates Bytopia as well), and Ushas, a 
of the dawn who shares Lathander's realm. 

nal intermediate powers on Elysium are the 
ragi, patron of bards, and Majere of the 
con, the lord of meditation and faith. 

The lesser powers consist of Surminare, the selkie 
a, the goddess of dolphins and sea elves, 
call the sea Thalasia their home: and 

Na a-Sin, a human power who poles his crescent moon- 
sha ed barge up and down the River Oceanus. 

, Elysium also is home to one demigod. Urogalan, the 
halfling power of the earth 

and death, resides here. 
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THB PR@%IBS 

It might be surprlsing to a cutter that here on the Rntfu l  
Plane, the plane of untarnished good, the powem don't re- 
quire many proxies. A sod's much more likely to find a 
proxy of any of Elysium's powers in the Cage, the Out- 
lands, or on the Prime. The plane's own resistance to the 
pmcnce of undead, the "travelers' way," and the guprdl- 
nals do such an exemplary job of safeguarding Elyslum 
that the powers can concentrate on business oubide the 
plane. 

Ralthas Lightbearer is one of the Krynnish power 
Mishakal's favored proxies (Px/O elf/Clrl/NG). When she's 
not on an errand or assignment for her power, Lightbeam 
wanders the layers of Elysium healing and ministering to 
all who need it. If there's been a mqior accident, natural 
disaster, or baffle, Lightbearer Is likely to be found then. 

The giantish power Hiatea's proxies all are unusually 
large and strong, even for giant-kin. One such proxy is 
Galvan Longarms (Px/d flrbotg/RlI/NG), clad in hydra- 
scale armor and carrying two hugejarnfng spears +3. The 
spears function as sun blades. Galvan hates evil giants and 
their gods with all his huge heart, and while he'd nevw br- 
tray his power, he might take some indirect action to aid 
cutters who're looking to combat giants of any kind. 

The human power Belenus has several pmxies wan- 
dering Elysium to be sure all is well within nature, the de- 
ity's chosen purview. One is Beltain Pirebrow (Px/6 
humanjDlZM, who spends much of his time roaming the 
wooded and wild areas of Elysium. He conddm it part of 
his duty to his power, and pity the poor berk who tries to 
stop him. 

The Norse power Brad i s  a patron of bards, and hh 
p m i e  exhibit this predilection. Thariisa Harpchord (PxlP 
humanlB13ING) is known for her strong, clear win, and 
her precision playing of the small golden harp shr carrics 
with her at all times. Tbarlisa, playing her harp, can a m  
others as if they're under a frfends spell. Saving throws 
and all other rules for this spell apply normally. 

THB P B + I + I @ N B R S  

The petitioners of Elysium arc those who sought only to 
further the cause of good and right during the course of 
their lives. A relatively high proportion of former adven- 
turers and crusaders for goodness exist among the peti- 
tioners. Although they do not remember the detPLls of their 

livcs, many former advenm- 
ers instlnctiveiy retain some 

vestige of thdr past skua. 
Warriors may retain their c/ knowledge of weapons or tactin, 

spellcastm may mall a handful of 
magical spells, psionidsts can rtmcm- 

ber a few basic devotions and science& and rogues 
could still possess a frw ekille Nn netitioner should func- 

+ 50 + 



tion ag higher than a 3rd-lwel PC; this is an exception to 
the geoeral rule that petitioners are always 0 or 1st lwel. 

qepcndent upon their power and their past lives, the 
petitiqners have different lifestyles on Elysium. Petitioners 
of the/ agriculture powers farm or raise livestock, those of 
the set gods swim, fish, or sail for the glory of their power, 
and pkitioners of the powers that watch over goodness 
* - A  ?pity keep an everwatchful eye out for those who 

I bring harm or evil to Elysium. 

THB Q U A R D I N A L S  

Guardlnals are the natives of the plane, and there ain’t an 
addle+cove in the bunch. Like their home of Elysium, the 
guardbnals arc only concerned with the ideal of good. 
Neithtr law nor chaos matters a whit to them. When 
there’d a good cause to rally around or an evil threat to put 
down,/the guardinals are capable of military discipline and 
precisjon. When such isn’t called for, the guardinals are 
contedt to wander the layers of Elysium alone or in small, 
noma4ic bands of extended families. 

‘@e guardinals are led by Prince Talisid, the most wise 
and ahcient of the Ieonals, a race of mighty lionlike war- 
riors. rince Talisid is accompanied by his Five Compan- 
ions, & e foremost members of the other guardinal races: 
Duke $wan of the wolflike lupinals, Duchess Callisto of 
the sa ely, bearlike ursinals, Duke Windheir of the winged 
avora 4 , Lord Hwhyn of the horselike equinals, and Lord 
Rhanok of the a n t l e d  cerdivals. The lords of the guardi- 
nals a y  held in high regard by all the powers of Elysium, 
and deir  counsel is ofttimes sought when matters of vital 
impor( to Elysium are discussed. 

Nhile the guardlnals’re peaceful enough in their 
home bf Elysium, it’s another chant elsewhere. They often 
journq through the Great Ring or the Outlands, searching 
to destroy the seeds of evil. The guardinals’ve wen been 
knowd to launch lightning-fast raids into the flrst layers of 
the Grey Waste, Carceri, and Gehenna to bash the skulls of 
some $f the fiends that live there. These bloods make no 
bones bbout who they are and what they’re about. If a berk 
gets I the way of a fighting-mad guardinal, he’s in the 
dead- a ook for sure. 

Id battle, the airborne avorals are scouts and skir- 
mishem. They’re also responsible for enemy spellcasters 
and a@ foes that take to the air. The lupinals serve as the 
front-line troops, with the equinals’ strong punches as 
back-lp, while the charging cerdivals break up enemy 
troop ormations and send any summoned, conjured, or 
uctrap 1 anar foes packing. The minals sew as mages and 
advisors to the leonals that lead the guardinal groups as 

they are far from numerous, the guardin& 
play a ‘major role in the day-to-day existence of Elysium. 
As the Iplane’s natives, they have their own agenda, rather 
than sqrving the will of some power or other. They serve 
good g d  only good. 

T’HB T R A N S C B N D I N - P  @ R D B R  

The Transcendent Order, also known as the Ciphers, make 
Elysium their headquarters. By uniting the body and the 
mind, the Ciphers hope to fully understand themselves, 
thus always knowing the right thing to do in any situation 
without having to think about it. One of the Ciphm’ pre- 
cepts is that when a cutter understands himself, the doors 
of the multlversc open for him. 

right enemies. Maybe thii is because of 
the plane’s influence of be- 

Of all the factions, the Ciphers have the fewest out- - ni& good, or the fact 
that the Ciphm’ idea 
of turning within to fmd 
the solutions rather than 

turning outward UNI+E +HE B e D Y  
to bash on a 
leatherhead 
who’s doing it 
wrong means WI+H + H E  cesmes. 

WI+H +HE m l N D ,  
AND B E C e m E  @NE 

+’ selves-involved 
in all the political in- 
trfgues of the other fac- 
tions. 

The Ciphers aren’t particularly 
organized; they’ve got no more fortresses or standlng 
armies than the rest of Elysium - which means none, b c k  
Most Ciphers on the plane like in their own communitia 
and often gather to discuss faction business or simply 
enjoy each other’s company in their homes or in fields or 
meadows. 

THB Q U A R D I A N S  

A sect has sprung up on Elysium in the last few millennia 
that calls itself the Guardlans. The mcmbers’re human and 
other bashers who admire the guardinals’ approach to the 
pursuit of good in the multiverse. The Guardians’ tenets 
are to live a peaceful life and not attract unwanted atten- 
tion to themselves until some evil arises - and then band 
together and wipe out the threat for good. 

Many a good-aligned adventurer type has signed onto 
this sect, as it allows them to go about their buslness until 
some evil force or conspiracy raiscs its head and nceds a 
good whacking. The Guardians allow all thew bashers the 
chance to share information, work together, and watch 
each other’s backs while going about the business of dng- 
ging the evil sods down. 

The Guardians all model themselves after one type of 
guardinal, depending on a body’s inclination and natural 
talents. Wizards and prlests deck themselves out to -- 
ble the wise, spell-casting ursinals, the few good-aligned 
knfeh* nf+h* me--+-de dress in a manner reminiscent of 



thq avorals, the warrior bashers choose h m  the cerdivals, 
eq$nals, or the lupinals depending on their dispositions, 
an the high-ups of the sect all emulate the princely leon- 
als t These cutters aren't trying to disguise themselves as 
gu rdinals or any such rot, they're simply honoring the 
gu$dinals that they most respect and admire. 

In an ironic twist, the sect now boasts several guardi- 

beg include humans, more'n a few aasimar, representa- 
as members in good standing. Other Guardian mem- 

of most of the nonevil prime-material demihuman 
, bariaur, one or two aasimon, a couple of baku, sev- 

dogs, and a herd of buraqs. 

@+ H 6 R 8NC@ U N +6 RS 

Notable encounter possibilities include the herds of baku 
tha' roam the warm plains of Elysium, the packs of moon 
dois that protect sites sacred to them and to good, foo 

fmi over the meadows of the plane). Phoenixes also reside 

tures that also guard places important to the Eastern 
and the buraq (wild horse-like creatures that run 

soaring high above the lands. In Oceanus' waters, 
balaena, delphons, and nenids cavort with dolphins, 

elves, selkies, and other sea creatures. 

THls R6SIEFUL PLANls 
fourth layer of Thalasia [which is 

of the layer), the 
meanders through all the other layers of 

on the river. While a basher seldom has 
on Oceanus' waters, the river is not 
There're falls, rapids, eddies, and 

flamip' big. More'n one predator has tried to get an 
full of life too - much of it 

terrain. Thalasia is 
small boat or, raft. 

(Belierin is marshy, rich with wildlife, but blessedly 
free of annoying biting inserts and other pestilence. There 
are o great civilizations in this layer. In fact, for the most 

it seems totally unsettled. While there must be a rea- 
son or this isolation, no cutters're going about spouting 
i a  r k. 

enough to find an experienced "river-rat" to act as a guIde 
or ferryman. 

Amoria is the first layer of the plane and the most 
densely populated. An untroubled land of woodland and 
meadows, numerous burgs line Oceanus' banks llkc strung 
pearls. The Ciphers make their homes on this layer, al- 
though they've no central shrine or headquarters citadel. 
An introspective bunch, the Ciphers look to themselves for 
satisfaction rather than altering the world around them 

AIIIeRIA 
LEH@ U N + , R e U B L B D  

The layer of Amoria is the h t  layer of the plane, and it's 
the last that Oceanus visits before the river moves on to 
the first layer of the Beastlands. Most of the layer's burgs 
are nestled along the banks of this immensely wide, sweet- 
smelling river. As Oceanus joins all four layers of Elysium, 
it's logical that the locals make use of it as a convenient 
mode of travel and trade. 

The layer's terrain is rolling woodland and green 
meadow. There're only the mildest of seasons here; the 
"winter" is just cool enough and just long enough that 
when the blossoms burst forth and the trees bud with the 
new spring, the sunshine and warmth are never taken for 
granted. The prairies and woods are full of all manner of 
wildlife, and birds of all descriptions seem to be every- 
where. They fill the ear with their songs, and delight the 
eye with bright colors and flashing aerobatics. 

Most of the Ciphers that live on the plane mide on 
this layer. The Ciphers usually congregate in small, con- 
templative communities or communes. In thne communes 
they seek the perfect unily of body and spirit, as embodied 
in the perfect goodness of Elysium. 

THE ASURAS' BRIDQE 
(Site) 

HEARSAY. A noble asuras, one of the flame-winged, mby- 
taloned warriors with eye of pumt  fln, has gone banny 
and has set himself up as the keeper of the only bridge 
over the River Oceanus for hours in any direction. 

DESCRPTiON. A wide, arched Stone bridge EtywsLs OWI 
a particularly deep stretch of the River Onanus. A rogue 
asuras - one who is without a greater power of good to 
serve and who has seemingly forgotten his own name as a 
result - has taken it upon himself to be the guardian of 

this bridge. He lets none cross the bridge, or tra- 
verse the river by any o i e r  means, 

until he is assuml that the sods 
Oce f nus' gentle flow. River travel can 

IEronia is rocky and mountainous, with great 
casc des and spectacular waterfalls that interrupt A- wantinn to cross are not evil. 

&gemus here unless - 
. 

The &as has wtain standards on 
who he allows to cross the river unmolested. 

All guardiials are pp-d 4 t h  a nod *nd a smile 
F 



are aby proxies of the powers of Elysium. Petitioners 
have to convince the asuras that they have doings on 
the other side of the river. Nonnatives to Elysium are 
always stopped and questioned. 

Ihe questions asked vary from the sensible to the lu- 
dicrous. “Have you ever knowingly and willingly commit- 
ted an act of evil?“ may be followed by, ‘You don’t feel 
guiltyiabout anything, do you?” Regardless of the question 
asked; it is always the best policy to answer the asuras 
truthfblly, as his fiery eyes can see through any lie, fabri- 
cation, or falsehood a body may try. This, of course, leads 
to wffl more in-depth interrogation. 

Ehentually, if the characters a n  nonevil, truthful, pa- 
tient dnough not to walk away (which the a 
an adhission of guilt), and smart enough no 
asuraa out of sheer hstration (incontrovertibl 
of guilt according to the asuras and a sodding 
any case), the misguided asuras finally allows the subjects 
in queistion to pass over the bridge. 

SPECIAL FEATURES. All characters patient enough to un- 
dergo the asuras’ strange line of questioning and cross the 
bridge subsequently share the asuras’ ability to detect Ne 
for 24 hours after crossing the bridge. Multiple crossings 
do not extend the duration of this ability, 

CURRENT CHANT. While the situation’s still an annoy- 
ance, most inhabitants of this area smile wryly whenever 

NeNE SHALL - THC BARUIY R.QUII ASURAS 
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RIPTION. Buildings of the WhitCSt marble line the 
na reets as chariots pulled by snow-white mares 
clatter to and fro on hurried business. Works of art and cx- 
pressions of passion and beauty an cverywhm, from the 
buildings' thick, carved columns and the fountains lnlald 
with precious metals and gems set in every intcncctlon, to 

the garb of the City's residents and the awe-inrptrine 
Hanging Gardens where the growth of piantlife itself 

has become an artform. (A full map of the City of 
the Star can be found on thc back of the Uy- 

dum poster map.) 
All who liw under the Star that shines Rom 

the tallest splre of Ishtar's palace an passIon8te 
in all things, and live thdr liws aa thdr passions 

dictate. Nothing is done half-heart- 
edly in this realm. s c u l ~ ,  paint- 
ing, -, mdq aDtlc 
ruisim, wing lcgcndr - all of 

these and orcry concept or deed that flrrs 
the human heart and e n l h  thc 

mind is pursued with utmost 
zeal. As the inhabitants of 

CI+Y e+ +H@ WAR 
(Realm) 

L d p m ~ .  Breathtakingly beautiful and passionately alive 
realm, and its residents stand poised to defend their 

to a goddess of love, war, and all the passions 
Like all of Elysium, the City of the 

nature of the 

I 
I 
I 

from any evil that threatens its peace. This realm is 

ISH+AR,  
ISIS, 

W HA+'S +Hf D I f f E R f N C E 3 

I 

1 
1 Pow~.~.Thegrrater 

go dess Ishtar rules the 
Ci of the Star, a human 
po er of passions, low, the 
de nse of what a body 
ho ds dear, beauty in all 
its mandpleasurein - THE P R I N C S  WHfB, 
all its incarnations. 

Ish ar's own passionate nature. 
On i uartlcularstarvtellsofthe 

Of 
AUIAZINOLY #NOUQII ,  

A S + l L L  IS"+ 
IN +Ha D @ A D m B e f B K  

i 
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uoddess' descent into the Babv- A 
Underworld to rescue 

, The Underworld is ruled by 
sister, Ereshklgal, who was 
of Ishtar's beauty and her role in the 

of gods. When Ishtar arrived at the first of the 
her sister for pas- 

to hu- 

was in the land of the dead, Ishtar must follow 
rules included being stripped of all signs of 
and life. Ishtar agreed and entered the Un- 

Soon, Ishtar was deep within the land of the dead, 
raiment, wealth, and symbols. Ercshki- 

ed the "60 miseries," the 60 punishments 
st endure as the price of their sins. 

r, all growth and reproduction ceased. 
ot sprout, and no young were born to 

or animals. This greatly concerned the otha gods. 
ckd  Emhkigal into allowing the powerless Ishtar 
lover to leave the Underworld. Upon regaining all 
bok and divine powers upon escaping the Under- 

irth returned to the world. 
racter of the aoddess who N~CS this 

the city well know, the 
pursuit of passion can be a 

The residents under the Star a~ darkly Ir handsome, its w a m  arc exquisitely produml, 
its food magnificently prepared, and its romances of 

legendary proportions. There is never an expressionless 
face visible to a cutter in all the City of the Star. 

Ishtar's realm is no less passionate when goodness de- 
mands action. Even the lowliest petitioners can k counted 
on to drop their other passions to dcfcnd the cause of the 
good and just It's the chant that Ishtar rewards those pti- 
Monas who liw cvrry moment of their l l m  with Pprrioa. 

passion unto itself. 

PRINCIPAL NONPUYBR C m c m s .  Ishtar's foremost 
proxy in the rcalm is the incdibly handsome Mar- 

dullo the Poet W d  humanlIU14/NG). He OM leaves 
his duties in his power's palace to wander the realm's 
stre&, qjoylne the passion of its people mg-agcd in thdr ? choscn tsdu and composing verses to please hls power 
and her petitioners. Mardullo considers Sirlan GoodwHe, 
proxy of Isis, to be very attractive, but more than a bit of a 

I 

PRINCIPAL TOWNS. The City of the Star is  the realm. 
making it larger than any "town." The City continues to 
grow as well, as many residents haw a p86sh for mat- 
ing and living in the bcst, most beautiful city in the plana. 

sPBa/u. CMIDmONS. visitOK4 to the Of thc StPr @tl 
a t2 bonus to thcirchprlsma scoresduring thdrstoy. and 
a + l  Charirmabonusafterthylmnforapatadoftirm 
qual to that which they spent time. AU who come to thr 
city can indulge thdr pspsicas, for they'll aauely flnd thost 
who sham those same passions here. 



prude, The Poet has taken to composing 
for Goodwife in an attempt to 

however, are still a dark he’s keeping to himself. 
wrath. His intentions and goals, 

SERVICES. If it’s an nonharmful activity known to 
hum* beings, it can be found in the City of the Star. Din- 
ing, gambling, gaming, athletics, the arts, music -‘all of 
humaaity’s healthy passions can be found in their best ex- 
amplg. 

QURRENT CHANT. lshtar’s rivalry with the Egyptian 
powerlIsis is always on the minds of the City’s residents. In 
fact, *me of the cutters here’ve adopted embarrassing, 
bestinh, and slighting Isis‘ followers at every opportunity 
as theit newest passion. 

Due to the nature of the realm, Ishtar’s proxies are al- 
ways $eeping a peery eye open for any bashers from the 
Lower Planes, looking to tempt petitioners away from the 
godde i s with promises of exploring unhealthy passions 
that cqn’t be found even within the City of the Star. 

PRI N C I PAL I +Y 
(Realm) 

CHARACTER. Lush, verdant woodlands; the constant gurgle 
and mprmur of streams and creeks; and the scent of wild- 
floweq in the air - Principality is the essence of nature at 
peace with itself. 

POWER. It’s one of the few great mysteries of the plane 
that nq power openly claims this realm. It has petitioners, 
planaq bloods, and even proxies, but not one of these 
basheq is at all likely to be giving up the power’s name. 
There din7 a lot of folks here, but most outsiders wonder 
why tkky‘re here at all. 

Sqme cutters think Principality belongs to some all- 
but-fo@otten nature god or peace power on some distant 
(even ib planar distances) prime world. Other bashers think 
it’s a “infrequent” realm - one that its power don’t visit 
often. h y  blood knows plenty of powers have more’n one 
case. 4 maybe this realm is the domain of a power that 
don’t lke  visitors, explaining why none of the followers 
wen &e his, her, or its name. 

Omers wonder how Prince Talisid and his Compan- 
ions oflthe guardinals got to be so flamin’ tough. It’s sure 
none ofthe other guardinals can wen approach the power 
level oflthose six. Maybe these bloods’ve got a set-up here, 
gainin4 their boosted skills from the realm’s petitioners 
and pqixies. 

St@ other cutters think it’s the phoenix that lives up 
in the +ountains that really rules the realm. These bodies 
give a phoenix’s incredible power level as evidence. They 
state, “A phoenix’s too blamed powerful to be just a crea- 
ture, 4 n  a planar creature. It’s gotta get all that strength 
from sqhewhere.” 

F 
- -  

D E S C R I P T I O N .  
Ringed by rolling hills that lead to 

steep, jagged mountain summits, Principality’s iso- 
lated from the rest of the layer. (Maybe it’s all that re- 

+ 55 + 

mains of an old layer, or the beginning of a new layer, or 
territory gleaned from another plane.) A body can climb 
the mountains if he has a mind to, but there are easier 
ways to get in or out. 

Forests, streams, and two small lakes dominate this 
realm. Between these features are gently rolling 
meadows and hillocks. Occasional sets of 
standing stones also can be found, 
These stones seem to placed ran- 
domly, some in the forests, some in 
the hills, and some along the river 
Aonia. Herds of sheep are scattered over the meadows, 
tended by shepherd petitioners. 

& 
The only true town the realm has is 

Pax Benefice on the shores of Lake Aonia. The high-up 
there is a blood called Palibar (Px/6 dwarf/PlO/NG] who 
helps the community stay focused on peaceful harmony 
and goodness. Palibar lives in a villa on the lake’s shore. 
It’s furnished humbly, but comfortably. Palibar lives there 
alone, except for a handful of petitioner domestic servants. 
Palibar is quite likcly to offer the hospitality of hi home to 
good-aligned PCs. The Ciphers also have a few cutters in 
town. 

Lake Aonia is the largest body of water in the realm 
and is home to a small group of asrai (Chaos MS). These 
water nymphs are less chaotic than most, content to live, 
swim, and play in the lake. They gladly talk to attractive 
(Cha 13+) male PCs of any race, though they have little in- 
formation to give. 

Other spots of interest in thii realm include the Nest 
of the Phoenix (desnibed in its own entry below), and the 
following sites. 

North and east of Pax Beneflce stands the simple 
monastery of Conclave Fidelii. It’s run by Abbot Cebulon 
(Px/6 human/PlZ/NG), a kind, gentle man. He and his 
double-handful of monks offer any aid they can to gwd- 
aligned PCs; they will not leave to flght the PCs’ battles for 
them, however. 

Lake Serene is remarkable only for the pack of mwn 
dogs that live on its shores. Unusually large and intdigent 
even for moon dogs, these beasts may be a “greater moon 
dog” species that lives only on the Upper Planes, seldom 
venturing to any prime world. The pack appears from the 
mists that lie around the lake, prepared to defend the lake 
and their territory from wil intruders. If the visitors show 
themselves not to be evil, the packs alpha male and female 
may converse with them for a few moments before leading 
the pack back into the mists. 



The Rollicking Crescent is an inn about halfway be- 
Meen the gate and Pax Benefice. lt’s a wooden building 
wjth brightly painted shutters and weathered oak shingles, 
add a cheery, maternal crescent moon-shaped face de- 
picted on the sign above the porch. The joint is run by 

trid (PI/ 0 human/B3/Transcendent OrderlNG), and is 
up ally occupied by a small number of happy visitors. One 3 aspect of the building is that it appears to have suf- 
feqed some recent kind of damage, now repaired. Part of 
one wall looks new, as do a few of the ceiling beams. 
TNere’s no evidence of a fire, and no one else seems to no- 
tice. (See The Deua Spark adventure for details and a full 
map of the realm.) 

I A set of three Standing Stones, one set atop the other 
two, rests just beyond the fiinge of a small area of forest 
that leads into the hills and mountains surrounding the 
reqlm. These stones serve as a gate to Sigil near the Great 
Gypnasium, with the gate’s key being a certain type of 
cob  that is - if one’s got the dark of it - available from 
th4 Ciphers in Sigil, provided a body can talk them out of 
it. bere’s a chant that a key’s also available from the Ci- 
phers in Pax Benefice - for the right amount of jink. 

SPECIAL CONDITIONS. As just another mystery of this 
plwe, there are no standard conditions that set this realm 
apdrt from the territory surrounding it. This lack is likely 
due to the absence of a power claiming Principality as its 
own. Or if there is a power here, it’s hiding its nature by 
not glving any clues in the form of special conditions or 
bellefits for the realm’s residents. 

PRINCIPAL NONPLAYER CHARACTERS. Beyond those men- 
tioped above, the druid Thistledove (PI/$ half-elf/Dg/ 
GuCrdianlN) makes Principality his home. Thistledove is 
t no red to be on speaking terms with the moon dogs and 
theiphoenix (see below). 

SERVICES. No extraordinary services are available here, 
butithe amenities expected from any small, rural commu- 
n iq  are generously offered. 

, CURRENT CHANT. Most of the chants regarding the 
rea@ have to do with the power, If any, behind the scenes 
he . Who or what is the power? Why does it feel the need 
to r$ ’de itself? What is it hiding? 

I The most common chant to be heard within Principal- 
ity 4s that many sheep have gone missing from the flocks 
rec ntly. There’s been no evidence of predators and no 
trac % ‘  to indicate where the sheep might‘ve wandered. 

d 
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THB N @ S +  OF +HB P H O B N I X  
(Site) 

HEARSAY. This is thought by some bashers to be the nest of 
the true ruler of Principality, a powerful phoenix. These 
cutters claim that phoenixes are too powerful not to be 
quasipowers or demipowers of good. But instead of serving 
as the aasimon do, the phoenixes choose to live on their 
own, as the rulers of their own domains, most of which are 
too small or too isolated to be noticed by most bashers. 

DESCRIPIION. A high mountain peak that looks down 
over all of Principality holds a great nest of straw, herbs, 
soft branches, shiny trinkets, and sheep’s wool. Atop this 
nest rests a magnificent, multicolored, giant bird - the 
phoenix. The huge avian’s plumage is violet, scarlet, deep 
crimson, and flaming orange. Its beak (and talons, if a 
berk‘s unlucky enough to see them up close) are a deep 
purple, and its eyes glow a fiery ruby red. 

SPECIAL FEATURES. Reaching the nest is not easy work 
for creatures unable to fly (several mountaineering, climb- 
ing, or Strength checks are required). The phoenix is al- 
ways in its nest whenever PCs visit; let them wonder how 
it knows they’re coming. If the PCs have performed good 
deeds while in Principality, the phoenix is more disposed 
to help them. That help is l i l y  to be a limited exchange 
of information, a beneficial spell or two if the PCs are in 
need, or perhaps cryptic advice or enigmatic answers to 
questions regarding the PCs’ current mission or quest. 

In fact, if the PCs have sought answm to their ques- 
tions during their tlme in Principality, they may notice that 
each referral brought them closer to the nest. They would 
first be sent to Pax Benefice via the Rollicking Crescent, 
then to Conclave Fidelis, and finally to the Nest. 

CURRENT CHANT. Whether or not the phoenix is the ac- 
tual ruler of this realm, some of the natives speak of ora- 
cles and omens that point to some maor event involving 
the phoenix. Speculation includes one that the phoenix 
may be nearing the end of its life. None of Principality’s 
residents can recall a time when the phoenix didn’t live 
there. Another chant is that the phoenix laid an egg a 
while back, and it’s going to hatch won - a vny rare oc- 
currence indeed. 

Thii latter rumor, if it’s the true dark of the situation, 
could draw unwanted attention to the realm as the shell of 
a phoenix’s egg is an ingredient in many potent magics, 
and any number of evil berks and fiends’d give their left 
talons to get ahold of a newborn phoenix. 



I -  
(Realm) 

.Warm and dry, dusty but fcd by a cool. life-giv- 
this part-time abode of the Egyptian power Isis 

the balance inherent on Elysium and the part 
in her pantheon. 

When her duties as the wife of Osiris do not 
realm of HeUopoUS on Arcadis 
L), the Egyptian goddess of 

marriage, can be found here. Isis 
f manlpec to her mortal followers 

nunine ideal among her worshipers. 

RIPTION. Set on an arid plain, Quietude is a study 
white stucco buildings line 

nity, a tributary of the mlghty Occanus. 
mds, and sturdy palm tms mark the 

Isis’ petitioners work, tffl- 
gardens near the river, weaving the reeds into 
thing, and other items, and hanmting flgs and 

the trees. Firefly lanterns light the shores of 
giving an &real glow to the smooth surface of 

lm has little contact with 
for the wandering guardinals 
ccs. The guanihals arc always 

when she is present. 
source here, springing out of the rocks 
that is Isis’ realm. As it leaves the 

over the lip of the plateau, dropping scv- 

ost amazing display of 

s. Isis’ realm on Elysium is small; the 
age fills the plateau. It’s a family community, 

ants courteous to outsiders but rcxrvlng their 
each other. As marriage is held in such 
murkd couples are made welcome; un- 

words, cutters can’t fill their waterskins with holy water 
from the rivcr and crrpcct it to retain its power In the 
Abyss. Baator, or even in Sigil. It‘s his' power thst gives 
the water this quality; it’s not an ineacet rrpa*t of the 
water itself. 

In rdctltiw. wMlc the goddc& aspect as a patron of 
ma& b not as apparent hue as ie bs&m on Arcadia, 
good-aligned mages Bnd a f k l d t y  .sd cnti\tlkstc r a p -  
tion in Quietude. 

NONI Isis’ chkf $sexy in 
her realm IS Sidan tiooame (PX /Y  iupiwl/Mll,PlO/LG). 
She wears traditional Egyptian garb, and has a golden 
ankh as her holy symbol. Goodwife is dcqiiy resentful of 
her power’s sometimes rival, Isktar. While she’s always 
faithful to her power and her alignment, Goodwtfc is not 
abovc acting to thwprt the plans of Ishtar‘s fdlowns. 

Discounting any possible visitors, the reat of the 
realm’s folk arc ma@-priests and petitioners of Isis. 

The most common service a body can ask for 
in this realm is permission to makcwofdnrrplm’s hoty 
water. Other simple nnds also can be met, but metallic 
equipment made of any metal 0th than bronze Is not 
available. Although it‘s not commonly known, thm’s a 
gate to Heliopolis in ISIS’ temple he. 

Wizards have an additional reason to visit @I&u& 
on a jaunt through Elysium: Spell keys for the Upper 
Planes are readily available, and magical knowledge is 
freely shared by the mages who live hnc. These gifb are 
granted to good-aligned mages in exchange for other 
knowledge or simple tasks. Neutral meges may purchase 
them if they can convince the seller that the keys and 
knowledge won’t be used for any cvll ptwpaw flawhi net+ 
trpl mag- haw a M e r  chance ofthh than true m a d  OT 

chaotic ones). No evil wizard is (ppatcd tharc glib U J I ~  

any circumstances; if an evil spellcaster manages to get 
ahold of these gifts, he quickly discovm that the key sim- 
ply doesn’t work for him - or worse, that it rebounds at 
the worst possible moment, in the worst possible way. 

I 

T1KTr’s mm‘a a bit of 



Ul CARS 

&4McTuI. The quiet contentednLss of a hot bath, a home- 
cooked meal, an evening full of tall tales, good jokes, fine 
wine, merriment, and time that slips away all too rapidly, 
the time spent in the company of friends. 

RULER. Ezekial (P1/6 githzerailF8Rranscendent Order/ 
N) is the consensual leader of the town's informal council. 
A high-up in the Transcendent Order, Ezekial seeks to lead 
by his faction's nonthinking example. A cutter might think 
such a sod'd make a mighty poor boss, but the githzerai 
encourages residents to rely on themselves and their own 
instincts, rather than think and doubt and look to others 
for guidance. "Quit rattlin' your bone-box, and just do itl" 
is his most common advice. 

BEHINO THE THRONE. While there're several non-ciphers 
on the town's council (merchants with plenty ofjink, a few 
guardinals, local politicians), there're enough members of 
the Transcendent Order to support most of Ezekial's "rule 
by nonthinking example." In fact, the Ciphers in the as- 

sembly's number are always working to disband 
the already informal council, stating that such gatherings 
only foster debate and delay action. "Pike it if it's right or 
wrong," they say. "let's just act on it - now." 

DESCHPTTON. Resting on the banks of the River Oceanus 
and being on the plane's first layer grants Release From 
Care the most cosmopolitan air and attitude anywhere on 
the plane. The river is the town's life blood. Cutters with 
any business on the plane often seek and find river trans- 
portation here. Bashers may hire a small boat or skiff for 
themselves, or can sign on to a barge flotilla for less jink 
(if they don't mind putting in a little sweat to load, navi- 
gate, and unload the barges). A number of merchants come 
to Release From Care after picking up hand-crafted 
gnomish items from neighboring Bytopia. Once here, they 
use Oceanus as their road through the Upper Planes. All 
types of planar cutters can be found there. 

The burg's log buildings roll out into the plains, 
leisurely following the trails and paths that always lead to- 
ward other settlements as long as the travelers perform 
good deeds along the way. 

MILITIA. Lke most burgs on Elysium, the cutters don't 
see a need for a standing army. If a berk or three is looking 
to make trouble for the good folks of Release From Care, 
there's usually a proxy of some good power, a guardinal, a 
couple of good-aligned Ciphers, or a few Guardians close 
by to whack them down. Any organized invasion or other 
threat to the place is more likely to be thwarted by the 
plane's "travelers' way." 

Avorai and cerdival guardinals seem to enjoy roam- 
ing Amoria the most (though the avorals soar over all four 
layers of Elysium equally), and it is often their presence 
that discourages bashers and knights of the cross-trade 
from making any mischief while in town. 



in Release From Care. Equipment, food, heal- 

, 

a nice case are easy to locate. The most popular 
is the River Oceanus. The river is literally 

River traffic is busiest nearer the burgs, 
more’n a few hours without sailing 

While the river is vast, wide, 
rather small. The dangerous 

and falls are well known 
know to avoid them. A 
sailboats, rafts, and gon- 

RRENT CHANT. As the largest burg on the plane, 
plenty of comings and goings. The Guardi- 
on the lookout for new members. Likely 
tested before being offered membership, 

or members to deliver a message or 
elsewhere on the plane. The 

the token. This as- 
enough to invoke 

either wander- 

to bluffs, high steppe plateaus, and 

nto the rock of this layer, 
ns, roaring rapids, and 

ly high cascades. River travel is more danger- 

is careful, cultivated growth here. Just as a 
is reaped from well-tended crops, so too is 
ess garnered from the smallest seeds of care 

. This realm is the domain of Chauntea L- __, I. 

the Torllian goddess of nurturing and growth. A 

the goodness of crops and benevolence are themes of the 
Great Mother’s ethos. 

Another power that shares a part of the realm is the 
Chinese power Liu (LL). A deity of Eastem humans and a 
Celestial Prince, Liu is the Superintendent of the Five 
Grains: wheat, sorghum, millet, barley, and the all-impor- 
tant rice. It‘s also Liu’s duty to coordinate with the Eastem 
powers that affect his grains - rain, storms (and their 
damaging hail), and insects, for example. 

DESCRIF-TION. Seemingly infinite rows upon rows of 
sweet corn, waves of amber grains swaying in the bmze, 
the sweet aromas of apple blossoms and freshly Wed earth 
- these are the marks of Chauntea’s realm. Insects buzz 
busily from plant to plant, feeding themselves and p q a -  
gating the plants’ next generation in an endless cycle of 
life in this vast mountain valley. 

The petitioners here all tend garden plots or fruit 
trees. Farmers in life, here they can work the soil, cooaxing 
its life to give them continued life in return. But in the 
Great Mother’s Garden, there are no weeds, no rocks in the 
fields, and no sore backs or aching muscles after a day’s 
hard work 

P~INCIPAL Towsts. There art no towns in the Great Ga. 
den, but there are often great harvest festivals - not all 
crops come to ripeness at once in the Great Garden, ensur- 
ing there’s always work to do - where petitioners, priests, 
proxies, and others can gather to exchange produce and 
swap stories of this season’s harvest. 

‘ECIAL CONDmoNS. All food harvested by the Great 
Morner’s or Llu’s petitioners (not visiting PCs) is treated as 
the goodberry spell. This goodberry effect does apply to 
PCs, though all the rules of the spcU must be obeyed (the 
benefits take effect only once per day, no matter how 
much a character consumes). The food retains its magical 
qualities only as long as it remalns in the Great Garden. I 

PRINCIPAL NONPLAYBR CHARACTERS. Chauntea has two 
primary proxies in the Great Garden, reflecting the two 
branches of her worship. Tallas Greenfellow (Px/d half- 
elflP9ING) represents the cultivated farms and those 
lying near to towns and cities. Hu main concern, like that 
of so many farmers, is how good the next harvest Wiu be. 
Leyla Wildwood (Pxl P human/D lO/M embodies the more 
rural, outlying areas. Wgdwood prefers the company of 
the wild things growing freely around her. rather than the 
ordered, measured growth of the farms. The two proxies 
and the two branches of Chauntea’s worshipers get along 
quite well. 

pular among farmers and garden- 
teachings and parables a 

references. Reapi 



Liu’s proxy is Shi Chang px/b human/P8/NGl, and 
h pays especially close attention to his powtr’s rice pad- 
di i , as they determine the success of those belonging to 
L i p  worshipers as well. 

1 SERVICES. Food and B place to sleep a?t tL- -Bin w- 
one finds in the Great Garden. That is, I a body 

to pick up some posies for his sweerneart - the 
Garden grows the biggest, most colorful, and most 

flowers anywhere. A berk’d just better be sure to 

I 

nice before he starts picking them. 

C m w r  CHANT. Just as the gnome petitioners on By- 

lanes, so is the Great Garden 
e production) responsible for 
ands and Sigil itself. 

ol& most of the export 
the Garden, though the 

much (or at least, not too 

onsible for many of the finest hand-crafted 

assemble a shipment of 
er goods for delivery to some orphanage 

Ill e RN I N 0 Le RY 
(Realm) 

m ~ .  The endless possibilities of a new day, of un- 
1 ted potential, the dreams of a new dawn and a new be- 
gi ning, and all the creativity and choices a fresh start im- 
pli . 

OWERS. Morninglory is realm of another Torilian 
Lathander (FR], the god of the dawn, spring, vital- 
h, renewal, and creativity. The god‘s portrayed as 
rose-colored mist with golden eyes or a beautiful 

e Morninglord happily shares his realm with an- 
&L), the goddess of dawn and 
urya. At night, she drives evil 
ration for an unsullied dawn. 
ge of the sun across the sky 

Berks who insist on portraying the powers with 
emotions have the two gods falling in love. 

r it’s true or not, it‘s no dark that the proxies of 
closely together of late, and 

’s a happy, cozy glow in the air that’s uncommon 

l 

+ 
SCRIPTION. A rich, natural land of perpetual dawn, 

bys, crimsons, scarlets, yel- 
101s of the dawn. A small 
small meadow and a stand 
the peaks that border this 

larger realm of Chauntea. 

. There are no tow= only an opulent 
dawn-facing grand temple to Lathander, bed;rted h t h  all 
manner of gems, reflective met& and colored glera and 
the numerous small homes of Lathander‘s ma8y petition- 
em. Nearby is a smaller though no Less opulent temple to 
Ushas. 

SPECUL CONDITIONS. In the realm of Morninglory, the 
wizard spell sleep automatically falls all the h e .  Chmc- 
ters who rest here feel rrfrrshcd and dcar-herdcd, gdnlng 
a +1 to Wisdom rolls for an amount of tlme q u a l  to the 
time they spent in the realm. 

Pmma N o m m  climmm. The leadleg pmxy of 
Lathander and cleric in charge of his temple Is Aurora 
Brightday (PxlP human/Pl41NG). Ushas’ foremost pmxy 
is Allain Crimson (Pxlb humanlp13~G). Thesc two pmx- 
ia w m  said to be secret& married not long agn. They di- 
vide their time between the two temples. One chant is that 
Aurora is expecting a child soon. 

SERVICES. Beyond the normal needs that most commu- 
nities can meet, the effects of sleep and cause blindness 
spells can be removed by dther powers’ proxks usually in 
exchange for a donation of some valuable (a gem, magical 
item, or other precious object) to the temple, or a mission 
that the proxy asks the PCs to perform in return. 

CURRENT C m .  There’s a chant that as the realm is 
one of the dawning day, one-way gates can be found 
within the realm that lead to the planes of darkness and 
wU. It’s through these gates that the powers h m  hope to 
bring their light 

PRB C I I, IC I 
(Site) 

Hurtw. The chant is that he lntumediatc power 
of the aarakocra, sometimes nesm nere among her people 
in the high, cliffside community fir above a Wtdc, deep le- 
goon formed where the river Oceanus plunges off the diff 
nearby. 

DESCRIPTION. A series of shallow caves and large nests 
dot the high, sandstone cliff-face. Many of the aarakwra 
that live here have regular perches from whlch they seck 
out prey. The nearby river provides them with aU the water 
they need, they use the reeds thet grow in the lagoon in 
the buildings of nests and in weaving, and they also some- 
time take flsh to supplement their diet. 

Some followers of Rem&, a good Mend of Syranita 
who also visits occasionally, also live at Prccipkc. Weml 
fpmilies of giant eagles and a small group of al karak dam 
share the aarakocra’s mqjestic home. 



I 

~ P E C I A L  FEATURES. Some cutters say that if a body 
searc es hard enough through the caves and nests of 
Preci ice (not an easy task if a body can’t fly), a good- 
heart basher might find a feather from one of the powers 
that sit here. Possessing such a feather is said to grant 
the o ner a permanentfrothcrfall effect. Of course, the 
powe ’ followers consider feathers to be holy relics and 
aren’t l i l y  to let one leave Precipice if they know about 

ercd from the vicious initial onslaught, the battle was 
joined in earnest. The combat was said to go on for weeks, 
but the guardinals could not destroy the thing, as it gmv 
ever-more potent heads to replace each that was dc- 
stroyed. And the longer the melee raged, the more p a d -  
nals were killed. 

Finally the konal prince (this was l a g  before htnrt 
Talisld was even a cub) devised a plan. Realizing that 

defeating the beast was no longer possible for his de- 
pleted ranks, he ord& his guardinah to withdmw. 

The prince also knew that he could not allow the 
Hydra to continue to roam free, so he o d d  his 

remaining ursinals to telcport the msssfvc bnst  to a 
place where it could do little damage and whcrc the 

guardinals could watch o w  tbe being they’d tlmdvn- 
tently made much more powerful. The uninals sent the 

Hydra to the swamp of BcUcrin. 
Then they cast spells that 

cape route for the beast, 
trapping it forever in an 

infinitely large cage. 
They also found keys to 

cast divinations 
that hid the layer 

fromcasualpmg 
(like wizards per-  

ing in through their 

the flightless young of the 

I 
CloSd any possible CS- 

I 

ut the layer of Bdierln. Even those who 
homes in the plane’s other laym don’t seem to 
than the fact that Occanus passes through one 

at the rest of the layer is full of misty 

the secret of the guardinals. 
together for one of thdr great 
s forgotten now, but in the 
countered something that 
. It seems that they came 

onstcrs of Legend (PS MCII). 
d arc the unique individual monstmsi- 

abominations that exist 
- in a way, these individu- 

nt the ideal, perfect specimen of each species. 
chimerac, medusae: somewhere there’s the 

sed guardinals came across the Hydra, the 

Lernean and regenerating 
foe, many guardinals were 

I 

I 

i 

~ 

P 

of each of these crittns roaming around. 

pspcas of way type of 

1 AY [ N A  

while unluc$. bcrlrs 
mayfindhiddmghs 

into Bclkrln, thm ain’t 
any thpt head out Any 

basher who trka mqUc or 
psionics to make a way out is lilpcly to get real popurUmd 
quick, as the guards of the place bee Rubicon Mow) md 
the Hydra itself have all learned to sense the signs of 
transplanar magics. The only way to kaw the lryn h for 
a body to slog her way to thc R i m  Oceanus md IMC the 
river up to Eronia. A cutter slao hm to explrin jwt what 
she thinks she’s doing here to the Boplrlr PI rvdl all 
sounds a lot simpler than it is.) The Hydra can’t me the 
river, as it finds the touch, s w n t  aroma, and taste of 
Onanus repelkat 

The Hydra sham its prison with a few othurrrrturrs 
the guardinals found too dif€lcult or too marly to daboy. 
No bcrk knows the exact dark of what else might be 
trapped In Bellerln, but one chant is that the gwnUn& 

less llkely but still interesting Chmb Include rumors of 
such prisoners as a member of the Lhrk Ei&t (not Moody 
likely); a not-quite-dead evil god (host  .d absurd); the 
granddaddy of all black dragons (the guardIlul wish); md 
a few Abyssal lords who have too many S y l  high-ups in 
their pockets just to eliminate them (as if the guardinals 
care a squat about the polltin of the City of Doors). 

toss in my 0 t h  Monstm of Legend th&t thcy flnd othcr 

+ 61 + 



Q U B  SAR'S B I  R+HPPLACB 
(Site) 

ARSAY. Deep in the murk of Belierin lies the place where 
quesar race was 'born," sculpted out of mud by their 

If someone could find the place 

MS booklet). When the quesar 
aasimon left half-finished con- 

the half-formed constructs, he'd have an 
power for good. 

1 DESCRIPTION. For the most part, one spot in Belierin 
like any other on the layer - a muddy, dank 

much to recommend it to a planar traveler. 
looked around long enough [evading all the 

and the other prisoner-inhabitants of the 
come across a large bit of cleared ground, 

the rest of the marsh. True to 
shells of the corporeal part of a 
in the mud. Some appear nearly 
outlined shapes. 

Thing is, these shells weren't left by the aasimon 
they're more recent creations of the quesar themsdvcs. Thi 
aasimon didn't leave any half-formed quesar, preferring to 
finish one before beginning the next. The qucsar, as cre- 
ated creatures, have no means to propagate their species; 
those created by the aasimon are the only ones in exis- 
tence. So the quesar decided to build more of their kind by 
going back to the place of their creation and following in 
the footsteps of the aasimon. Without the pure celestial 
spark that all aasimon share, however, they've been unsuc- 
cessful in powering the constructs. 

SPECW FEATURES. Remnants of the aasimon energies 
used to sculpt the quesar from the mud still linger, and 
good-aligned bloods with a sensitivity to such power 
(priests, paladins, and devout worshipers of good deities) 
gain a bit of it for themselves. All such characters who 
spend time examining the birthplace gain t 1 to their Cha- 
risma scores when dealing with good creatures for the next 
ld4 days. But a cutter'd better not plan on visiting the 
Lower Planes directly after coming here; the lingering en- 

! I 

. 



enrages fiends, making them wen less likely to 
with the PCs (+4 to the ”Encounter Reac- 

this energy, but it’s not enough 
someone could find a 
new quesar, he‘d have 

’s not likely a berk’s going to hear 

er, and are curious about the quesar’s inten- 
might just ask a group of trustworthy bashers 

since the quesar don’t exactly walk 
heir failures to date. Some of the 

e layer have stumbled across this 

RUB1 C e  N 

is the last remaining of the out- 
in the layer of Belierin, as the 

destroyed all the test in revenge for its imprison- 
fact that Rubicon lies on an island in the middle of 

r w h  the r l w  flows on to Eronia accounts for 
hem the guardinals an vigilant 

that nothing flows past on or in Oceanus’ waters in 
of their imprisonment. 

RIPTION. Cross a gothic cathedral with a stone 
the idea of Rubicon’s looks. 

raised from the depths of the bedrock deep 
er’s surface, the ursinals used their magics 
con in the middle of Oceanus. This allowed 

any of the layer’s prisoners 
hile Oceanus protected the outpost from the 

exploring the layer. 

ion to the ursinal mages 

er the varlous monstrosities reminds 
function and gives them a task while 

e purpose in the multi- 

inals nor the quesar 
don’t wish to alert 
at the inhabitants 

the aasimon’s pride is still sore OMI the quesar’s dcmtion. 
Certain high-ups among the guardids wonder if the aasi- 
mon could be counted on to lend a hand if things in Be- 
lierin went seriously wrong. Most berks with any sense 
hope no one ever flnds out. 

THALAS IA, + + H B  SlbA @F eCBANUS + 
This layer of Elysium bears the name of the c a t  sea that 
covers most of its surface. The climate above and below 
the sea varies from cold and windy with rough seas, tropi- 
cal islands with sparkling white sand beaches, and warm, 
placid lagoons. Islands dot the sea’s face like the freckles 
of a young child. Some surface communities and civiliza- 
tions exist, but the majority of the layer’s life lhw beneath 
the waves of Thalasia. 

The largest exception to this rule is the series of isles 
comprising the Celtic deities Belcnus’ and Brigantia’s 
realms. The Isles of the Blessed arc rumored to be thc rest- 
ing place of the greatest good heroes of the Prime. From 
one prime world to the next, tales of heroes who bear a 
&king resemblance to each other can be found - cvm on 
worlds which have nothing else in common. Some legends 
even claim that such heroes never truly die, but complete 
their tasks and retreat to “another place” to rest until thcy 
are needed again. The Isles are never found hy casual trpv- 
e l m  in Thalasia; only those deliberately seeking the aid of 
these hemes can fmd theii way, and then only after condi- 
tions and tasks set by the individual legends have been 
met. The Isles all have individual names, most of which arc 
obscure at best. Avalon is the most well-known isle, ap- 
pearing in the myths and fables of numerous prime w o r h  

The island town of Portico is a common stopover for 
travelers on Oceanus, as it’s located near where the river 
flows into Belierin. The ruler of the stilt-town is the strik- 
ing Anamoriica (Pr/P half-elf (sea elf)/D7/Verdant 
Guild/N), a priestess of the Great Shelled One. See A Play- 
er’s Guide to ConJ7fct for further details on the town. 

s e m e s ’  Q R ~ M ~  
(Realm) 

C H A R A ~ R .  Secluded, prlvate, wen shy, hidden deep within 
a kelp forest, where all is peaceful and calm - this is the 
hidden malm of the selkies’ goddess. 

POWER. Surminare (MM) is the sole power of the 
aquatic selkie species. She is not alone, however, in her 
concern for the underwater realms of the prime-material 
worlds. She’s a member of the asorhalflnam, a loosely or- 
ganized hand of sea and sky powers that work together to 
protect tbcir worldly domains and their malm, wherever 
they may be. Other members of thc asathalfinarc include 
the elven deity Deep Sasbelas. Trishua, the godtime nf rlnl- 
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CURRENT CHANr. some sav that the 

d 
7 

ins and sea elves, and Sy-ranita, the aarakocra goddess. 
these, the first two often swim alongside Surminare. 

~ DESCRIPTION. Obscured deep behind mazes of seaweed 
kelp and hidden among false cavern complexes, the 
caves that are the Selkies’ Grotto are sodding hard to 

s a body’s got the dark of it - and can hold his 
a good long while, too. 

s of the sea caves glow with their own light 
eath the waves. Kelp beds cover the grotto’s seabed 
r, providing food for Surminare’s petitioners and hunt- 
sport as many fish also feed on the thick, leafy plants. 

. Selkies do not live in anything re- 
JUIIKC or “overworlden” town. Most live in 

bands among the kelp beds or within the 
plex. Surminare does have a special area in the 

that serves as a temple and a communal 
hen danger such as sharks, sea serpents, a kraken, 

nt squid threatens the community. 

SI . CONI s. In this realm, all good-aligned 
atures are affected by a permanent water breathing 
11. This spell effect lasts as long as the characters remain 

and only as long as none commit an evil act. 
g and eating a fish isn’t evil if a body’s hungry, but 
an entire school of flsh could be. 

PRINCIPAL NONPLAYER CHARACTERS. Surminare’s leading 
is a selkie named Pearleyes (Px/P selkie/CB/NG), 

the kelp beds and sees to it that the location of 
of her power. 

prefers her human form (and has a Cha- 
form). Some of the selkie petitioners 

E 
A 
Thalastrom is making its way t&& thc 

Grotto. Its evil makers have divined the Grotto’s gemrpl 
location and seek to do as much damage with their storm 
as they can. 

THB THALAS+R@m 
(Site) 

HEARSAY. It’s known to most that this great hunltuK ran- 
domly roams the surface of Thalasia, destroy& idand and 
portside communities with its driving winda and k.tfne 
rain, tossing and sinklng merchant or pctltiona sMps &at 
cannot flee or reach a sheltered anchorage wltb its toma- 
does and waterspouts, and even causing much havoc be- 
neath the waves with its powerful tidal surges. 

DESCRIPIION. While to all appearances the Thalastmm 
is a flercely powerful but natural storm, It’s actually a vast 
magical construct powered and mintaiaed hy the &ark 
enemies of the asathalflnare. It’s manned by sahallgln, 
weresharks, and lesser and greater sea wolves tkat rrsactth 
the calm waters in the eye of the stow. While t h q  conbol 
the storm’s overall effects with s p l h  such as wewk MI- 
rnonfng and control wathcr, they do not actudly conad 
the wind gusts, waterspouts, or any individual detail$ of 
the storm. 

These evil races move ahout with the Thalastmm on 
the sea of Thalasia as they see flt, causing as much death 
and destruction as they can. The evil belngs sometintea 
move out ahead of the storm to perform sabotage and 
heighten the wandering hurricane’s effects. They untk 
small boats from their moorings, attempt to mttk I q e r  
vessels, and tear down or damage sea walls and break- 
waters. 

li SPECW FEATURES. AU those caught in the wind, 
rain, waves, and currents of-& Thalpstrom, 

whether above or below the water, take ld3 points 
of damage per round from the sher fom of the 
storm. All normal-sM mlsak arc wdas. Any 

bcrk in the water when the Thalastrom hits also has tu 
make swimming checks ead~ round [If an WvMd 

of the Grotto. Sea elf petitioners-of Deep Sashelas 
their dolphin-petitioner companions, followers of 

Trishna, also frequent the Grotto. 

i. As selkies can take human 
ne week per month normally, 

ny t h e  and duration here), 
sometimes willing to 
human items: clothes, 

through an area in 2d4 turns. 
The wind, rain, and pounding surf cause msJor 

damage to any site or locale in Thalasia - above or 
below the water’s surface. 

C u a ~ e ~ r  CHAW. The chant Is that the sclkica of the 
Grotto have tumbled to the fact that the Thalastrom is 
under the active control of evil bdngs, and may bc rally- 

st often offer pearls of 
t qualily and the deepest 

- :/ 
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Carceri, Gehenna, the Gray Waste - of all the 
loathsome places in the multiverse, this trio 
counts among the worst. Oh, Baator and the Abyss 

both claim to be the most vile of the Lower Planes, but the debate's a 
load of foolishness. Fact is, just about any of 'em could claim that dubi- 

ous honor. The 'worst" place is just where a body's suffering at the 
moment. Each Lower Plane may represent a different shade of 
evil's color, but ultimately, it's the same picture being painted. 

Nonetheless, sages and philosophizing bubbers keep looking 
for the definition of "purest evil." And most agree that, if it uls& 

DARK *Ip 

it must lie at the heart of the Lower Planes. The Red Prison known 
as Carceri - an inescapable string of pearls - suffers from the taint of chaos. 
Qehenna, with its cruel, volcanic slopes, still bears the subtle influence of law. 
Between them lies the nadir of the Lower Planes: the Gray Waste, the primary 
arena of battle in the eternal Blood War. There, evil exists for its own sake, de- I- 

Y 
- u  
L-_ 

stroying dreams and breeding apathy in their place. Perhaps that is pure evil. 
Worse yet, each of the Lower Planes gives rise to atrocities. Sure, 

Baator churns out the baatezu, and the Abyss spawns tanar'ri. But 
Gehenna's home to the yugoloths, the main denizens of the lower 

planes of conflict. The yugoloths embody a different sort of evil than 
r 

the other fiends. They're both intelligent and foolhardy, subtle and 
straightforward. They're savage where the other fiends are civilized, and - 

.- " * *  
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gentle-- occasionally - where the others are cruel. Of all the fiends, the yugo- 
loths may well be the hardest to understand. 

And then there are the gehreleths of Carcerl and the hordlings of the 
Waste. No one's exactly sure where these creatures came from, though It's 
thought that they were brought forth by the s h m  malevolence of their home 
planes. Between the three native races and all the visiting fiends, the evil 
planes of conflict are made rather. . . inhospitable. 

Naturally, each plane hides a trunk of secrets. If a body's canny enough 
to tumble to the dark of a place, well, he might grab himself a slight edge - 
just enough to help him keep his skin. Then again, the dead-book's full of sods 
who thought they were in the know. 

very01 

::,', 

For a traveler, the important secret of Carceri is this: *- &;*,:,:. i . ,'!, 
accurnulattng a list of treacheric ht to be the 

md escape. What this means is that nothhg and no one 
on Carceri can be trusted - including the plane itself. The petitioners are a 
bunch of lying berks who turn stag at the best opportunity, while the M- 
tives're savage barmies at best. Chant is that they all echo the chaos and cvll 
of the plane. Something in the air, it's said. 

Gehenna's little better than Careni.  Though the plane's on the lawful side of 
the Gray Waste, evil and death aplenw still wait for the sod who doesn't know 
any better. The dark? It's this, and only this: Free will is an illusion. Rm's 
only the will of the strong and the will of the weak. The weak are low, while 
the strong rule. The best way for a body to get ahead on Gehenna is to pmtend 
she knows a potent secret and isn't afraid to use it. If she can impress others 
enough with her supposed knowledge, she's well on her way to survival, and 
maybe even prosperity. Of course, if the time comes when she gets her Muff 

+ 4 +  
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called by somcuung Digger ana rougner man sne IS. au ner besr plans II oe 
for naqght. 

In short, Gehenna's built on posturing and power, with secrets and 
dark stpngths the basis of everyone's status. If a berk can't keep her will fo- 
cused $harper than her opponent's, she might as well forget about coming to 
Gehenna 1 it's a sure bei she'll be put into-the dead-book permanently, unless she 
knows Bow and when to kowtow to a higher power. 

b TH6 GRAY WA ~. 
, branded by some the most evil place in the multiverse, is on first glance fairly harmless. It's a place of apathy 

'- 
's 

all: the callous disregard of oneself and others to such a degree that all of life's W h e d  away into t o h  

Gray Waste was hidden from mind and knowledge for eons, and even now it aln't wlddy known - those 
on't care enough to tell. It's a simple dark There's no cause and fleet. Events happen because they must. While 
like events follow a natural progression as they do in other lands, that's an Illusion fostered by the plane. Thnc's 

the way things happen here, and while it might not seem logical. It'sJust the way thlnga hew to go. W e ,  
a sod and the sod bleeds, and that seems natural enough. But what about the avolsnche that meq~ over .nd 

sods, a spot in the cosmos that's all careless life in death (or death in life) and disdain for just about 
itself. Lots of cutters wonder what's so evil about that. They don't seem to understand that maybe ap 

ng them all unscathed? It's a bit l i i  Gehenna's exercise of will, but turned on its herd: hnq a 
is will just to keep his mind and body intact. 

I 

It ain't ard to get onto these planes: gates, paths, and conduits leading here are more common than those to the upparrrtac 
(It's th ught that this is because flends want Clueless leatherheads to visit and be tempted or destroyed.) For one, Y g g d d  
the Wo Id Ash, leads directly into Niflheim, near Hel's realm on the Gray Waste. And then there's the foul Rlvcr Styx wkkh 
flows ugh the topmost layer of all three planes. Paying the manaenoloths for passage on its waters is the easiest way to 
get am d. (The river's mentioned in speciflcs in each chapter: it conf'orms to the nature of the planes it flows thmugh.) 

L the Styx, Mount Olympus can take a berk to all thm planes, though only the path to the Gray Waste is commonly 
travde(l. On Carceri, Olympus lets out near the Titans' alm, but since the Titans are still bitter about being thrown off the f T ebns ago/ t h 9 ' k  not kindly disposed to trave e n  coming by this path. Even a Clueless berk can well irmgns what 

displeasure might take, and an smart enough not to risk it. The Titans can't use Olympus to escape, and neither 
- it's a one-way trip into perdition. Finally, the way from Mount Olympus to Gehenna seems to change ran- 

a clue to where the mountain'll let a traveler off. No known Greek powers inhabit Ciehenna, so the moun 
is a mystm: some speculate that it's some sort of planar attraction, in that the volcano-mountains o 

to Olympus to draw the pathway to the plane. 
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Carcerl - the Red Prison, the Great Cage - could 
be said to be the gentlest of the evil planes. It's 
not. Granted, some of Carceri looks like it might 

even be habitable. But delve 
beneath the surface appear- 
ances, and it's apparent that 
this plane's just as dangerous 
as the others in its own in- 
transigent way. 

It's a place of darkness and despair, of passions and poisons, 
of betrayal nreater than the heavens above. On Carceri, hatreds 
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run like a deep, 

iL t 

- -  
slow-moving river. And there's no telling where the tide of 
treacherj is going to turn next. 

Carcerl's one of the strongest prisons in the 
multiverse. This plane held the exiled Ti- 

tam hrfnn humans ever walked a 
world, and even 

thenwasthe 
unwilling 

home of powers 
who fled the world 

of knowledge. These 
days it claims even more pris- 

oners: the perinoners riiiing 11s vaneys, seas, and swamps have spawned evils 
the plane had never before seen. 

The plane's not called a cage for nothing. Getting in is easy enough, but 
leaving's a bit more problematic. Look at It this way: The Titans have been 
looking for a way out for eons. What makes an ordinary berk think he can es- 
cape so much easier? The Titans were imprisoned here by the Greek powers, 
but it's a sure bet their jailers didn't chose Carceri by accident. The dark is that 
a body put here can only escape when he's become stronger than whatever 
imprisoned him in the first place - and that's a near-impossible task on a 
plane whose very nature breeds despair, betrayal, and self-hatred. 

k PHYSICAL CeNDIIEIBNS 
Carceri's made of six nested layers, resembling notitkg so much w the thy 
puzzle dolls made by itherant crabma. However, this is a doll with I tnw: 
Each of Carceri's layers is made up of orbs that smtch off into the sight like a 
string of malignant pearls. Each layer is a string unto Itself. The orbr nest in- 
side one another, so a body trsveling fmm one layer to another layer on the 
same orb stiU finds himself on the same "pearl," as it were. Laym and orbs are 
somehow inextricably linked. 

The inhospitable layers radlate a dull q e r  vaster than any mortal Cwld 
imagine. Each devotes itself to a particular kind of treachery and shrllow ha- 
tred, and the encounters there usually reflect that brand of nil. Bcghktg m 
the outside and moving inward, the six layers arc Ouvys land of bo@ urd 
canals; C a m ,  the Oozing Jungle; Minethys of the StinIpng Sancb; Colot$a 
a mountaineer's dream and the worst nlghbiwe of those who live thm; Por- 
phatp, home of the flesh-melting black snow; and Agathya, the coldest ofthe 
lot and the deepest. 

No one has ever fully counted the number of orbs to each layer, or de- 
vised a method whereby a body might keep an accurate taUy of whkb orbs 
and layers have been visited. This confusion's a real hazard of travel; the town 
a planewalker's looktng for might be in Othtys on one orb, or in Othrys on an 
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y on the string. It might be that 
has more orbs than the Abyss has layers. No one's 
h g  to know for sure. 

or nights except where a power 
it OtbnWtK, the sky is Allcd with a dull reddish glow 

ir neighboring orbs, while the inner lay- 
nt neighbors) grow progmsively 

glow, a body'd expect the place to bc 
from a cool summer's evcning to ab- 

here Aup each layer, even betwern the 
cutter might not want to hathe  the 

the plane. The wind carrles 
rot, decay, and corruption tbat tumr 
nPUy befuddles the mind. 

ND CbUd 

ii -*-r. Portaw ndd con- 
velns in, leaving then id& in Ouuys (the 

a prison for nothing. The only way out of the Bed 
is through the Styx or one of the gates in Othrys. 

off, the exit gates appear only on every fifth oltr 
lot of miles to travel to get out. Second, those 
ccn spcdflcally imprisoned here really ment cut- 

ce the gates don't allow the prisoners through, the 

Bye escaped, but the 
to find a way out. 
among most of the 
e totpl mm since 

faces aren't Calved into the rock - they're spirits 

ates taller than they (uc wide (uc said to lead to the 
Waste. Those wider than tall lead to the Abyss. And 
that art of even dimensions lead to the Outlands. 

Enterprisingo have 

he'd bc stuck flnding portals and hoping for the bat That 
ain't true. There m as m w w s y s  of getting from orb to orb 
as thcrr(uc ways of dying - that Is, limtted onlybya W s  
hf@uatten and rncain facts of d t y .  

In tpa, lfa body knows the route, he can w port& or 
intraplanar conduits at certain points on the orbs to hop 
f b m  one to mthcr. To reach layers clwcr to the krtnl, a 

he's currently on. Similarly, MUCYJ and nnna*l hold &e 
port& to the derpcr lor& Ibc barrim bawccn the fW& 
and siwth layen arc stuckfu underwater, and thc blood vrbo 
can nwhrc a trip through those hrznrda W t  likely to find 
Porphatys 0rAgathys all that &d. Anothcr layer may lk be- 
ne& Agathys, but no one's kcn able to dfseovcr It - the 
portals would have to k Me8 Wow the caustic ict. 

'COU~SC. thc IWIICIU CSSY. w g  thtm, how- 
ever, can bc a probtcm. See, the yuedothr. gehrcktbs, and 
tanar'ri who come through here know that planmalkiag 
sods will want to use thegacs.. . andtbc fkadsknow that 
most planmal.km are e.sy piddnlgr, in addition to making 
a tasty snack, Or they rimy deddc that tbc tra- have an- 
Dtba use, and conscript 'an for OK B M  W. 

Portal travel requires an extensive knowledge of the 
plane, and most fofks PR eagu to try somethbg that re- 
qulm a little lcsa memow. Fortunately, mort of the orbs can 
be reached by thaw with the c a p & y  to fly. Those who 
choose to d n n t  t W r  current orb can usually reach their 
destination wtthout mu& trouble. The gravity khmn orbs 
is nonexistent, so a body docan't have to worry about 
f d i n g  one way or another if the flight p r o w  to be tbo 
long, though momentum stAl r anks  a body who doesn't 
come to a complete stop. 

A flyer r h d d  bc concerned with the moment when he 
entm the 'sphere of influence. of UI orb, though Maw,  
the sphere b the h@cstpoint of an orb. From that point on 
downward, theorb@xatsitrgrrvity, w&h Qpwsdown any 
leathuhead not smart enough to pmpare to land or fight 
gravity's intluence. 

Some have uscd great shntr of light cloth or sHn to 
catch win& from the hIgheat point on an orb, while othm 
conjure floating rocks and slabs of metal to cany them 
across the void. Throughout the plane, craftns sell the 
things to a basher looklng to cross to another orb - of 
COIVBC, thc buyer'd k t  make sum he's not being peeled 
'cause there are precious few psople a body can trust on 
Cprml. The device that can 'miraculously cany you on the 
gentle winda slrrph' might a&rUy turn out to k nothing 
more than a gadget that b r h p  the nearest gchrelcth mn- 

body scarcb out thc highest gro(P0pbfF pinta of thc hyrr 

, these reports originate from the bcrks who ntng fcr a hrsh snack. 
&low arc some of the m m  common mabods of 

travel. Obviously, other methods exist, but nearly 
every denizen of Carccrl knows about the. 

so there's no telling of the 



FERROUF Suo: This is the preferred method of travel among 
rovide their own power. It's a sled a body 

on, guiding it by body weight and the rails 
e sled never touches ground; it's made of a lode- 
flcally tailored to a layer, and so it repels itself 
ground. All a cutter needs to do is jump on and 

gravity does the rest. 'Course, the sled never stops 
n the void, and it's not particularly fast, so a body 

attention. Also, the sled only works on one layer, 
er must have one for each layer he hopes to move 

sleds come in different shapes and sizes. The most 
variety holds 500 pounds of person and equip- 
asuring 6 feet long and 3 feet wide. The cost varies 
r bigger and smaller variations, but the basic price 

n. A cutter's not likely to get bobbed on a deal 

Typical Cost: 2,OOO gp. 

ent means of travel, the skin balloon 
des of Carceri's creatures [though some 

lish travelers also becomes part of certain 
a body's still at the mercy of the wind, a 

ows how to pilot a balloon has a degree of 
eck at -4, with penalties for strong winds). 
same principle as a hot-air balloon, with a 

the skin sac and raising the balloon 
und, where the wind takes control. The main 

these is that a really strong wind can 
r a berk who doesn't know how to handle the 

r problem is leakage: skin balloons aren't made 
and serious damage, and a puncture can send a 

to the surface of an orb. Also, certain crea- 
the void usually take a dim v i m  of their fel- 

as a method of transportation. They're 
aturcs a body doesn't want to cross, 

Typical Cost: 1,ooO gp/ 
2 man balloon. 

This is a coil of silk rope, about 100 feet long. The 
woven rope weighs nearly nothing, and is flatter 
ordinary rope. It works on the same principle as a 

- let the rope out in a good stiff wind on 
the wind, and away the 

of this method is that a body 
and she's at 

The marraenoloths ferry passengers onto the outermost 
layer of Carceri far only a small fee - less, wal ly ,  than it 
costs to catch a f m y  anywhere else. On the other hand, the 
exit fee is much higher. Typically, it costs roughly 5,.ooO gp 
worth of magic to catch the next ferry out. Trips between 
orbs cost very little, comparatively; the usual mmenoloth 
fee is enough to reach a nearby orb. Plenty of 'em ply the 
river in Othrys; they're impossible to tlnd in the inner Ism, 
'cause the Styx just donn't run there. 

The river wanders across the flrst layer, mixing tn with 
the bogs and canals that crisscross the surface. It's an easy 
way to get from orb to orb, and surely much easier than tly- 
ing, but there's always the chance that a body'll wander 
down a tributary by mistake and flnd herself someplace 
much, much worse than she intended to be. 

The river here is no stronger or weaker than It is across 
most of the Lower Planes. Its touch destroys memories as 
powerfully as anywhere else. (The usual saving throw ap- 
plies; see A D P  Guide to the Plones in the PLANESCAPE- 
Campaign Setting for more details on the Styx.) 

,L@@D WAR 
Many of Carceri's layers are battle-scarred and wasted In 
spots, the legacy of the Blood War raging across the Lower 
Planes. Still, the natural scenery, such as it is, remains 
mostly untouched. Even the most wldesprcad war can't de- 
spoil an infinite plane, right? Of course not. Stlll, the knowl- 
edge that this is one of the prime staging areas and baffle 
flelds of the war makes the residents more than a Ltttk pmy 
of visitors. and a lot more hostile to those involved in the 
war. Visitors'd best be warned this isn't a place that wel- 
comes them with open anns. 

Tanar'ri generals come here to conscript troopg and a 
traveler'd best keep on his guard to avoid the occvional pa- 
trols that sweep the plane [especially the Rmt layer, along 
the Styx), drafting any sod they come acmss into the army. 

+ IIIAGICAL CeNDILEIeNS + 
Magic on Carceri's catch-as-catch-can. The effects are var- 
ied and chaotic, but there's a dark to it that makes it easier 
to understand. In short, magic used for selfish purpose8 - 

and the benefit of the individual at tbe cost of the 
whole - funaions with maximum efictivencss. 

That's the only spell key a body need learn to 
survive on Camri. Howevcr, if a blood wants to 

cast a spell that benefits others, she'll nced to pick 

of the wind. And only afoolor a pauper'd 

ical Cost: 150 gp. 
up the spell kcys to get much UM fium it. 

Spells of this school always twn to the r most evil result possible. If the spell can't actually p r o d u ~ ~  

evil, it manifests itself in a hostile WRY: flames writhe Into 

. 9  + 



tobured faces, while sigils and symbols twist around into 
screaming faces. 

c O N J U R A I l O N / s ~ O N I N O .  A berk pUfOIllling Summon- 
rceri is l i l y  to get a nasty surprise. Though the 

still brings the c u e d  creature to the caster, the 
sn’t bound by the spell. Summoned creatures aren’t 
ly hostile to the caster (please note that the intelli- 

ones almost always will be), but the caster has to give 
ome show of good faith, offering a bribe to make them 
to work for the caster. Otherwise, they turn on him and 

MNAnON. Carceri is indeed the plane of treachery and 
divination spell requires the sacrifice of 

1 takes shape in the spreading pool of the 
this reason that diviners are uni- 
- and bonds of treacherous friend- 

between those who practice the forbidden an. 
one of these berks know when their comrades 

them as saying pools. 

NECROMANCY. Healinn suells 1 b 

P@WBR KBYS 

The powers of Carceri don’t often give out power keys - not 
that any pows does1 - beesus4 they view rriiance on pomr 
keys as weak and dependent. They’d prefer to see plksts \gc 

strength and native wit, rather than favors fmm thc geQ, to 
overcome obstacles. ’Course, some powers like to mrntum 
the natural order, and they give keys as It suits their fmcy. 
However, a body shouldn’t be relying on the powers to pm- 
vide him with any extra help - at least not on Carccti. 

The keys here tend to be prominent Items in a pows‘s 
portfolio. For example, Malar’s keys might be animal claws 
or fangs, while Raiden’s might be arrows, drums, or a related 
item. 

+ CRgA+URRQS aP +ne e R B S  + 
The only race that could truly be called native to Carceri are 

the gehreleths, but there aren’t many of them. 
They’re just enough of a nakance that 
they scem omnipment. 

Plentv of other creatures manaue to 
make life on Carceri exceptionally hG for 

visitors. A cutter who thinb she can wdtz thou& 
this birdcage has another think coming. The s cmts  
of the Titans are forces to be reckoned with. Varlous 

on the other hand, are much V more em- fiends use the plane as a staging area for the Blood War. 

e is conducive to life-giving pow- 
Spells that create undead or cause 

at  half their noimal 
Carceri; nothing about the 

undead are automaticallv free- But that’s not all - not bv a lonn shot. 

ELEMENTAL. Elemental alterations vary from layer to 

s p e w  KBYS 

The spell keys of Carceri are generally items that any berk 
cou d pick up with a bit of a search around the plane. A 
wo of caution: On Carceri, spell key requirements can 
cha ge without warning, so there’s no telling if the keys 
list below will or won’t work. 

The alteration key takes the form of a lead necklace, 
wo wrapped around the wrist of the caster. The conjura- 
tio summoning key is a perfectly round, fist-sized lode- 
sto . For divinations, the key’s a good quantity of the :- 
er’s wn blood - not comfortable, but preferable [to t) 
ow sacrificing a companion. The necromancy key requires 
the i igh bone of a farastu gehreleth. 

t 10 + 

Most Inhabitants of Caieri have managed to va some 
high-up somewhere. (That’s why they end up here.) These 
sods’re a particularly offensive lot, because they can‘t be 
trusted. Even those who claim close friendship should be 
watched - especially those who proclaim their Mendahip 
for everyone to hear. 

Treachery is the watchword. Whether it’s thmugh poli- 
tics, simple back-stabbing, or adultery, everyone 011 C v r a t  
is basically untrustworthy. If a body’s in a situation whne 
has to rely on the help of his comrades, he might want to 
consider going it alone anyway; no one else’s promise is 
worth the flesh it came from. 

THB P(BWBRS 

A scurrilous lot of powers inhabit the Red Prison. A wisc 
basher avoids talking about ’em, because they’re likely to 
take offense. And their attentions aren’t exactly what a 
body’d call desirable. 

Most of these powers don’t appeal to humans, or even 
to the more upright demihumans. One such is Apomps the 
Three-Sided, father and god to the gehrektbp, a vile being if 
ever there was one. (This god is rumored to have a secret 
home in Agathys; see page 23.) Apomps competes for the 
dead of Carmi with Paluzure thc Night Dragon, a beauti- 
fully shining silver-black dragon so d e b d  that his wings 
don’t even carry him. 



o giant-gods also live here. The first and most im- 
r, the patron of the hill giants. He’s a vain 
e who could be intelligent if only he let 
things. Instead, he’s said to be willfully 
e home with force what he could‘ve ac- 
ffectively with subtlety. His twisted 
ntor also makes a home here, leading 
e and vengeance for the wrongs done 

nonhuman powers include Parrafaire, the demi- 
ps. a creature who delights In the 

mazes and riddles. More chaotic than evil, Par- 

treachery, making his home on Carceri so that 
’s Abyssal web. Unlike Parrafalre, 

in human powers include Raiden, lord of thun- 
ds with drumming and 
sent clouds anchored 
ison, also calls Carceri 

patriot, Malar of the 

’d say it was by choice, but it’s no dark that he 
ned on Carceri by another power of his pan- 

found prowling the 
realm. looking for both a way out and prey 

lng of the first Titans) and his siblings. Countless 
e Titans and cast 

ip ‘em, and the Titans do nothing to discourage 

he hunts through the canyons of Colothys or tracks through 
the shallows of Porphatys, petitionem flee. proxies hide, and 
even the gehreleths steer clear. Khamallan’s a totally evil 
basher whose only joys are the hunt and the eviscemtlon of 
his prey. He’ll talk to a berk, but a body always get8 the M- 
ing that Khamallan’s eyes are measuring the sod. as if to 
gauge where a couple of claws would do the most damage. 
It’s rather unnerving, to say the Icast. Also, Malar‘s given 
Khamallan a power key that works for all his spheres, so at 
last report Khamallan was even more powerful. It‘s a goad 
thing that he doesn’t get along well with the other Mpinrihs, 
because otherwise they’d really be a force to be feared. 

Another proxy of note belongs to Vhaeraun. Thc drow 
AUinzir Gi’Leera W b  d I O W ~ 1 4 / R W 0 h t i O ~  League/NE) 
is always smoothly pleasant and coldly smlling. His sub& 
smile seems permanent, but it never reaches hls healt or his 
eyes. He can fade into the shadows even while a cutter’s 
watching him, and reappear right behind the unfortunate 
sod. Light doesn’t seem to bother him, and he has a pen- 
chant for scheming through everything. Even when there’s a 
straightforward solution, Allinzir looks for a way to solve 
problems circuitously. 

The Tltans’re known for meddling with life and form. 
They’re always looking for a way to escape the plane of 
their exile, and they figure that even If they can’t make it 
out, maybe one of their mations can. Their mother Gaea, at 
their urging, gave bitth to the Hccatonchelre, a fifty-headed, 
hundred-armed abomination that roams the plane looking 
for those who venerate the Greek pantheon. Once it 
finds them, the hundred- 
handed doesn’t rest 
till the heretics 
have been tom to 
shreds. Other no- 
table creations are the 
gigantes, a race of giants given birth by Gaea from the 
blood of Uranus. The serpentine feet of the gigrntcs eany 
them with inmdible speed across the inhospitable earth of 

4 *I 
the plan 
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powers. Still, some have survived long 

has struck fear into the hearts of 
orb Malar’s realm inhabits. When 

Carceri petitioners couldn’t leave if they wanted to, and 
most of ‘em feel no need to go someplace else. Still, they 
have a powerful resentment for those who can come and go 
as they please, and they’re just the sorts of berks who’d hold 
It against a body. 

See, the petitioners of Carceri abused trust and turned 
stag on their brethren. Though they, like all petitioners, can’t 
remember their past lives, they retain enough of their old 
patteras to keep holding dear to their treachery. As a sign of 
that, they lie - constantly, compulsively, and with great 
cunning. In fact, it’s a sure bet that a C a m r i  petitioner new 
tells the truth. A body’d better not get lulled into a sense of 
complacency, though, in thlnklng that he only has to take 
the opposite of the petitioners’ words as true: they’re canny 
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r been breached in any large 
factions. Chant in Sigil is that this 
han a figment of the Anarchist's 

but the chant's wrong. The Bastion exists as a 
sc fleeing Sigil's triad ofjustice (the MerryLu1- 

Guvners). It's a home away from 
allows the Anarchists to change 

before they rcturn to a life of rev- 

ing a safehouse doesn't mean these 
ther My.  They tend to go masked in 

e moms every night. Someone here even 
records as a matter of 

Imps, quasi-, hordlings, and l a m e  arc plso fairly common 
here. Nightmares gallop across Mincthys and Cathrys, their 
hooves occWnaliy warding off bdd paitioncn rwl those 
who fancy the taste of hornflesh. Vwgouills feed on the 
unfortunates here, and bloodthorns rip the flesh h m  those 
who come too dose. Tcrlens and vom also &de on Carcai, 
mdy to feast on the pain of othcrs. 

The race of humanoids called the gautierr inhabit the 
wind-tom layer of Mimthys, scratching out a d-e liv- 

the rest, but they've virtually forgotten all hope of escape. If 
a body has somahing they need, they'll deal with him - un- 

ike the vaath, to whom other matures 

hg with ruthless Shgle-mind-. T h ~ y k  prhDn~n Wrc 

hunt the layer of 
Cathrys, constanthr 
searching for 

.AN IN, victims to 
throughout csmri. tomur. 

R B V O h U *  

,,$ 

es itself to the Bastion, 

1, some members actively 
the residents of Carccd. Others occasionally 

of Carced aren't limiti 

caning that a but's 
g for them - unless 

er. The next best is 

that of some other being: 



an inflnite string of hollow pearls that itself contains 
her hollow string of pearls (and so on), the orbs of 
ri stretch through the red void. The orbs of Oms are 

rmnon, but it's possible that other orbs have similar 
Chant is that these orbs are millions of miles acmss. 

em to sham Here, the greatest danger of the void is 

void, promising a heart's 

, a body unprepared for the lure of 
r seen again. Only one soul, waki  
influence of the bells and returned. 

ind is intact, but the wound on her psyche was 
o k e q  her from travel for years. (Others may not be 
The sound of the bells requires a saving throw ver- 
at -6 or the poor sod loses ld20 points of Wisdom, 

until healed by clerical restoration.) 
rts that away from the orbs of worlds in 0th- 

immense beings of monstrous ap- 
the Titans were even conceived. 

to any sod who'd wander be- 

to the unwary mind. Whether the wish is for 

e orbs of Carceri. 

travel more troublesome. Minethys' orbs are smaller 
ith over 5,000 miles between orbs. However, the trip's 

nds that scour this layer often 
along to another orb. 'Course, 

lothys boasts even smaller orbs, with nearly a half 

thc black snow that sweeps through the iayn 
clouds. A body hoping to h v e l  

something that repels acid, 'cause the snow eats through 
flesh flcrcely quick. A wind blows before each snowstorm, 
so a cutter can get away from the snow before he's trappcd 
in one of the dread s t o m .  

Agathys, the darkest and the deepest of the layers, is 
also the coldest. The orbs are so far apart that not cvcn the 
faintest glimmer of Ught from the neighboring orbs makes it 
through the void. The only way to tell where tbe next orb 
might be is to ride the wind until a body gets thm.  

-- 'IC- 

eIEHRYS, + TIIEANS' Hem# + 
The outermost layer of Camd's six is the best known of the 
lot, mostly for its famed inhabitants the Titans. Oroups of 
sods travel here seeking the advice of the exiles. .%me of 
them're even successful. and retun to tell the tale. 

The Styx runs freely throughout the layer, saturating 
the ground with its poison. Channels carved into the soft 
ground through eons of erosion cany the Styx and other 
native waters, all mixing together in a boiling turmoil of ha- 
tred and forgetfulness. If a body needs something to drink, 
he'd best pray that he brought his own liquid, 'cause one 
stream looks much like the next. 

Quicksand and boggy terrain fill the layer of 0 t h ~  
much of which drags a visitor down almost before he h w s  
he's in trouble. Swamps extend across thc layer, even unto 
infinity. Though patches of dry ground exist, the swamp dcf- 
initely dominates. Mountains break the monotony ofthe ta- 
rain on the orbs, and these hold the domains of the Titans. 
Though some petitioners have been brave enough to try to 
build here, most steer clear of the jagged terrain. Mer to 
endure thc swamps and the quicksand than the wrath of a 
Titan, thcy flgm. And they're making the p m h t  choke. 

Othrys has few natural hazards, especially when wan- 
p a d  to the other layers. The swamps themsdves arc plenty 

dangerous, especially since the quicksand 
patches can be 2 feet or 

2,000 f& deep. The 
quicksand glows with rn 

unearthhr green light. but - it's must often &&d bypatches 
of sticks and grass that hide Its true M~W. Cer- 

tain patches seem to migrate around the layer, 
and have no known bottom; these patches claim the 
lives of many travelm and may never give up their 

corpses. Occasionally, however, the bleached 
bones of a victim turn up on a mountainside. 4 



! 

Syanns of mosquitoes and other pesky insects flll the 
air n e e  the bogs, feeding madly off those who wander too 

bush called stinkweed produces a clear, viscous fluid 

too' i juice acts as a stinking cloud, except that it only dis- 
a b l k $ m  ans for Id4 rounds. 

e people here are as treacherous as the ground. The 
layer i prisons those who lied to and betrayed their follow- 
ers - oliticians, religious frauds, and traitors. They're all 
smoo talkers, very charismatic, and they won't take no for 

ould always remember that they've got only their 
an ans er. They're persistent and outwardly friendly, but a 
body$ 
own st interests at heart. In fact, they do their best to 

, 
ps insects away, but it's fairly effective on humans, 

l 

J 

on whom they can practice their treacher- 

lnunda ed when the swamp water rises. Each village has its 
own f of government. and carries on a kind of diplo- 
macy th its neighbors. Raiding parties and wars are com- 
mon, a d the traitors on all sides make the wars fairly inter- 
esting nd spifhgly bloody. 

P olonged exposure to the air of Othrys - that is, 

and visitors. Though it makes 'em smarter (+I  to 
ce and all Intelligence checks), it also makes 'em 
and cunning. If they can help it, they do their best 

that their plans benefit them and no one else. 

longer p a n  a week or two - has an adverse effect on the in- 

ually wears off in about the same amount of 

er problem with the area - the bogs attract 
trolls aren't native to the plane, a few were 
the Prime long ago, and they've bred prolifi- 

and and the swamps like alliga- 
to seize on the unwary who pass too close. They 

te petitioners who leave the 

don't go into the mountains, partly because 
ore to their liking. But mostly 
encourage visitors, and they 

I 

11s particularly offensive. 

THB B A S + I @ N  @F LAS+ H @ P B  

CHAIVSTER. Trust no one. Your best friend is yourself, be- 
cause everyone else has their own agenda. If you flnd power 
that's not your own, tear it down before it's used against 
you. 

flown) 

RULER. No one actually rules thc Bastion, since the An- 
archists can't stand anyone telling 'em what to do. However, 
a woman known only as the Steward (Pl/P half-clf/T6/Rev- 
olutionary League/NE) has appointed herself as the one who 
keeps the place in tip-top shape, ready for any contingcn- 
cies. She's the ruler by default, because she doesn't trust 
anyone else to do right by the League. She o v u m s  the 
stocking of the larders and the hiring of various services, 
and does her best to check out everyone who come here. 

She takes her duties very seriously, and claims they 
were given to her by a long-ago high-up in the League, per- 

haps even the one to whom all the cells 
reported. She doesn't abuse her power, 

but she certainly knows how to usc 
her influence in csse of emagcenies, 
and the problem of thc Bastlon arc 

usually fixed by her. 

BEHIND THRONE. The Steward's the only one 
willing to devote hemelf to keeping the Bastion running, 

so she's secure in the position. One new arrival hopes to 
catch her ear and her eye, though. A dashing young tktling 
named Razor Jack (Pl/d tiefling/F4/Harmonium/LE) wants 
to tear down the Bastion in the name of the Harmonium, but 
flnt he needs to make sure that he can identify enough of 
the Anarchists on sight so he can turn 'em in when they get 
to Sigil. For a Harmonium member, he's pretty subtte - sub- 
tle enough to pass himself off as an Anardrist sumfutly, 
anyway1 Of course he can't be trusted, but then, no sod here 
is trustworthy 

DESCRIPTION. Thc Bastion squats far back in the moun- 
tains of Othrys. It's made of black, igneous rock that scems 
to soak up tht  reddish glow of Carceri. Though thc tower 
doesn't reflect the red, the light lends the Bastion an aura of 
brooding menace. From certain angles, the Bastion resun- 
bles nothlng so m u g  as a huge, squatting toad. The only 
entrance (at least from Carceri's dim layers) is through thc 
toad's mouth, and its low-set eyes serve as the watchposts 
for the guards. Inside, the decor's black, dank, and dark Pre- 
cious little light shines within these waUs, bccausc it seems 
the Anarchists don't really want any shed over their plans 
and their identities. Indeed, most of 'em go masked thmugh- 
out the Bastion. 

A @up of servants live here, nnnr  seeing the light of 
another plane. They're allowed to Icavc, but they insist that 
they're happiest at the Bastion, helping to restore vitality to 
those who tear down the oppressive structures of rrovern- 



mqnt. Either they're congenitally helpful, or they've got more 
setret motives. Naturally, those who come here suspect the 
la er, since they're all schemers themselves. The servants are 
th only ones in the place who don't go masked or hooded. 

The passages through the Bastion turn and twist with- 
o 4 apparent order, and side tunnels appear out of nowhere. 
H gings are drawn across the openings of rooms to protect 
th privacy of those inside. The walls're usually humid and 
d p to the touch, and it's surprisingly warm inside, though 
no uncomfortably so. The floors are uncommonly smooth, 
bu it's apparent that a chisel's nwer touched the floor. 
Ch ut is the tunnels extend deep into the mountain on 
w ch the Bastion rests, though some say all the twisting 
an turning within the visible fortress only makes it seem so 
u odlyimmense. 

The passages break out into cavernous chambers with- 
ou warning. The main one ("Right about where the heart'd 
be some mutter] is used for audiences with all the mem- 

he Bastion reflects a well-equipped organization, 
so by the fact that there are a lot of high-ups in 

provide the Anarchists with funding . . . even if 
t agree with the organization's goals. See, these 

to frighten their opponents, but they 
e League's frightening enough. The 

ts take these gifts gladly and, often as not, use them 

, guest chambers, healers, forgers, and out- 

supplied 'em. The Anarchists don't 

! 

bets ~ in residence, while others're used for food storage, 

ing told what to do. 

MILITIA. Despite the lack of an organized militia in the 
of Last Hope, the Anarchists work surprisingly well 

r, ganging up with bands of three to six to stop the 
If an entire cell of members is here, they work to- 

re effectively, using the darkened moms and 
cs to b h g  down troublemakers. The defini- 

r varies, and conflict sometimes develops 
cells, but usually inlighting consists of harsh words 
1 jibes. More serious trouble, such as invading fiends, 

or outright physical warfare between cells, unites 
in the Bastion against the source of infection. 
power of a cell varies, but the typical group con- 

mage, a 3rd-5th level warrior, and a 
4th 6th level thief. Very few priests make the Bastion their 
hid out. 

A blind doctor here goes by the name of Blind 

1 
LeaguelCN). He's one 
so the chant goes. He 

a body look like just about anything, and does 

of him botching a simple nose 
and others that tell of him 

just cutting one of his clients to pieces on a whim. Those 
who take a chance on his operations do 50 knowing that it 
might lead to their deaths. Therefore, only tbe truly desper- 
ate seek hlm out. 

All manner of other services are available hm: black- 
smithing, forgery, healm, outfitters, food, and any#ing chc 
a traveler might want. However, most of the prlces're pretty 
high: the League's services are for those in deperate aced, 
not for those who have the luxury of shopping around in 
highly visible places. The standad price is about twice tbnt 
listed in the Player's Handbook. 

Aside from constant reports of spim a d  
infiltrators, a new rumor has surhced in the Bastion of Laat 
Hope: Strange creatures are show@ up in the bowels ofthe 
fortress, wreaking havoc among the rotht herds and the 
rotht keepers. Though no one has s e a  these nnturrs. evi- 
dence of their raids is found among the partially dlssolvcd 
bodies found in the lower caverns, and there's a slowly 
growing terror among the lesser membm of the Bastion. 

IIIOUN* OeHRYS 
(Realm) 

L Scheming and plotthg are the bloasoms of the 
flower of revenge. Hatreds millennia old can burst into 
flame at a moment's notice: wear your bitter anger like a 
badge as a constant reminder of what you've suffcrrd, and 
what you're plotting against. 

POWERS. Mount 0 t h ~  as home to the Titans a), holds 
immeasurable power in its walls. The mightiest Titan is 
Cronus, the father of the current Greek powers. law& he's 
the youngest of the Titans, he served as their leader after 
overthrowing their despotic father, Uranus. He wss Jedw 
of his power in the young days of the world, and he's even 
more fearful of his position now. He rules his 10 brothers 
and sisters with an iron hand, trying to keep them from 
plotting against him. As a plotter himself, he's constaatly 
watchful for the machiitions of his siblings. 

Every visitor to the realm is encouraged to seek out 
Cronus in the central throne room. If a body fails to present 
himself to Cronus, the Titan knows it, and decrees some 
nasty form of doom to fall on the offender's head. Once a 
body's in the throne mom, Cronus examines the traveler's 
thoughts to make sure the fellow hasn't been sent by the 
Olympians or fellow Titans on some evil plot to discredit 
him. 

N. Mount Othrys rests on the mountains of 
two different orbs. The mountains are each 50 mlles tall, and 
nearly touch at the tips. Wedged in bawm the two is the 
marble palace of the Titans. It's a truly titanic affair, with 
white marble columns, amphitheaters, and a stoa that has to 
be seen to be believed. The palace maintains its own plane 
of gravity. Though its entrance is upwards, a traveler's fnme 
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of bference suddenly shifts so that he's approaching it dead 
on( A body can enter the palace from either side and feel no 
diqrientation. Even though the gravity should shift in the 
mifldle of the palace, It doesn't - unless Cronus wills it. 

~ The palace is constructed of white marble, but it's 
sloply crumbling to pieces. White marble can't be found on 
Cakeri, and the Titans have no way to escape the confines 
of pheir prison to fetch more, so they have to watch their 
ha diwork disintegrating before their eyes. It's a horrible 
fe4ing for them, and it makes them that much more furious 
at e Olympian gods who imprisoned them here. Most of 
th t Titans have gotten used to the effect, and they wlllfully 
 tu^ their gazes elsewhere. It rouses their ire when someone 
els comments on the dilapidation, and they'll likely destroy 
an 5 one foolish enough to draw their attentions to it - even 
if $at leatherhead has a plan to repair it. (This last Is the 
realon no one's volunteered to import white marble for the 
TitSns.1 The whole place Is a twisted echo of the palaces on 
M$t Olympus; the Titans know it, and it only makes their 
mopd fouler. 

WPAL TOWNS. Mount Othrys has no towns, only the 
maible palace of the Titans. Small buildings often cluster 
likq ants toward the entrances of the palace, but no towns of 
notb exist in the entire realm. 

I SPECLAL CONOITIONS. me crumbling palace rouses feel- 
ingb of despair in those who watch it too long. Though it 
do n't visibly crumble - 'least, not most days - it's a con- 
sta t t reminder of entropy and the way creation inevitably 
fall apart. Unless a body's a member of the factions that 
cel brate entropy and despair (Doomguard, Dustmen, or 
Bletk Cabal), he has to make a save versus paralyzation 
evety turn till he leaves the palace; other- 

1 

~ R S .  Cronus docsn't haunt 
the great halls of Mount Othrys done. The other great Titam - Coeus, Crius, Hyperion, Iapetur, Mncmosyne, Oceanus, 
Phebe, Tethys, Thea, and Themb - all come here at one 
point or another to pay heed to the words of their youngest 
brother. Since he wields more pown than thcy do, they've 
little choice. Still, they aren't always available for any 
leatherhead to visit and they m t  eo- at CIUBUS' be& 
and call. They can often be spied storming off from the 
palace, leaving a swath of destruction in their wake. If ap- 
proached before they ded with Cronus, they might be in a 
friendly mood: with the Titans, It's a cnip shoot. 

Tanar'ri high-ups also occasionally vfsit Mount Otluys, 
hoping the Titans'll lend their considerable might to thclr 
side of the Blood War. While the Titans tmt  th Rmdr witb 
respect (on the surface, at least), It's only bccaw they're 
hoping that some Abyssal secret may be their way off the 
plane of their imprisonment. Once the Titens mike a per- 
ticular tanar'ri's of no use to their plans, it's all the flcnd wn 
do to -a& with its life. 

SERVICES. Small hostels constantly spring up around thc 
palace, housing those who'd scdr thc Titans' wisdom or ad- 
vice. Though the places arc often smashed by a Titan irked 
by the latest harebrained scheme of Cronus, they're always 
rebuilt within a day or two. The hostels never remain up 
long enough to attract a village, and so a body finds pm- 
dous little of use in Mount Othrys. However, those who cart 
the food and supplies to these hostels turn a pretty penny; 
not a whole lot of people are willing to get that dose to the 
Titans on a regular basis. 

Althea Damaskaros (PI/? human/C6/?f) bas recently 
established a hostel near Mount Othrys, from which she 

teaches thc unhtfonwd about tk 
ed into introspective gloom. , 

the factions of entropy re- 
confirmation of the correct- 

E m A R B L e + H I s , ~ = w w o f  
the Titans. Thc On& 
price for a hot mcsl 

and a Iwd f o r t h  
their saves while they're :uL, niehtistbthcr 

W"" gucstamwtllatcnto 
her preach a b u t  thc 'only true 

god%" although donations to 

For a lage donstion, she guides 
devout pllgths (or those who 

~0nvIncc her of thdr piety) into 
the Titans' palace Itself: the 
Titpas serin amused by her 

devotion thus far, and 
allow these toun to 

ontinue. Chant is that 

+ H A + .  . . 
Iiefi. and they therefore gain a 

lenty of creatures from Greek 
d inhabit the area around the 

i? 

nd the Titans encourage t thc hostel UIC gladly accepted. 

N , and woe to the 1 

powers, the Titans 
ally set a body to a 



worshiper of the Olympian deities, and 
that their forebears are much wor- 

The nomadic petitioners pick up and move once they've po 
luted a particular territory. 

The most well-known realm in Cathrys is The Steading, 
home of Grolantor, the power of the hill giants. Though 
Grolantor has established outposts throughout most of the 
other layers, this is his primary layer of influence. The hill 
giants appreciate the rolling terrain, because it affords them 
a chance to spy enemies and prey from a long, long dis- 
tance. NO one crossing the territory near The ~ieading 
is safe from their depredations. 

the nose. Though the stink doesn't cause damage, 
to make someone unused to the place wrinkle 

a good few hours. 
y all this rot? The jungle trees ooze acid instead of 

THE S.E€ADING 

The sa guine jungles and plains of Cathrys are fraught with 
dange and unpredictable hazards. The air's filled with the 
stench of decay: it's like autumn leaves rotting on a prime 
world f but it never ends and the stench is much more 

ats through nearly anything except the na- 
e developed an immunity to the stuff. The 

through metal in Id10 rounds, leather in ld4 
es ld6 points of damage per round to ex- 
o wonder, then, that few've tried to pene- 
the scarlet jungle - a body can't journey 

derbrush without being destroyed by the se- 
blood-colored plants. Unless somebody dis- 

of long-lasting protection against this 

Cathrys, on the other hand, are habitable. 
d-swept grasslands, arid and dry, with 

like jagged swords. Those who pass through the 
tection take Id4 points of damage per 

lck to the roads that traverse the grass- 

giant petitioners maintain the 
o be sliced into ribbons by the 
nstantly encroach upon the 
pling won't keep the grass 
. Some say it's just a lesser 

ecrets of the jungle will remain dark. 

nts of the hill giant Grolantor or the despicable 

from the acidic sap. They're able to travel 
jungle, but they usually steer clear of it - it's 

raid each other for food and meat eating the 
petitioners (or the flesh of unlucky travelers) 

I 

(Realm) 
CHARACTER. The only true strength is the 
strength in your arm, and you should use 
it as often as you want to. Show those 
below you that you're in charge by beat- 
ing them senseless, and never let 'em see 
your fear. r- 

POWER. Grolantor (MM), an intermediate power, rules 
The Steading. He's one of the more dangerous powers of 
Carceri, but he's too foolish to use this to his advantage. 
Though he has access to abilities that'd make any mortal 
quake in their boots, he seems determined to destroy himself 
with his willfully stupid schemes. Grolantor splits his time 
between this plane and the Abyss, where he's got another 
set of steadings, but he prefers the grim moods of C a r m i  to 
the mindless chaos of the Abyss. 

DESCRIPTION. The realm of Grolantor encompasm a vast 
number of hill giants and their petitioner villages. It's set in 
the savannah, with an obvious dividing line between the 
realm and the rest of the layer. The scarlet grass ends, giving 
way to earthy brown hills that watch over the realm like 
surly sentinels. They cluster in chaotic order, but their in- 
evitable focus is the hill in the middle of the realm: The 
Steading of Grolantor. The huge Steading itself literally cov- 
ers miles of territoqy with its rambling wooden halls. It's all 
connected, and it's only a single giantish story tall. 

Roaming bands of giants scour the realm, bringing 
down the lions and mammoths that roam here, seeking food 
for their god's insatiable appetite. If the patrols encounter 
intruders, it's a toss-up as to whether they kill the interlop- 
ers, leave the berks alone, or bring 'em into Grolantor's 
steading. If a body's taken to the steading, there's no telling 
what'll happen to him; he might be food for the god, granted 
treasure in hopes of winning nongiants to Grolantor's cause, 
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or simply slain out- 
right. If a body’s a dwarf, he 1 might as well forget about making 

it out of here alive - the hill giants of 
the Steading seek nothing more than the 

Some of the hill giants wear severed human or demihu- 
mhn feet as lucky charms. They don’t hate humans, really, 
byt they regard them much as humans regard rabbits: irri- 
ta ’ng nuisances that are occasionally good for trade or sup- 
pl es, and that sometimes make amusing pets. Usually, 
th ugh, all the humans make is tasty food. 

1 utter extermination of all dwarves. 

PRINCIPAL TOWNS. About 100 hilltop forts dot the realm, 
arated by miles of grassland. Each is just about as lethal 

as the others. It’s easy to tell which of the steadings have 
G lantor‘s favor at the moment: they’re the ones with well- 
fo fitd stockades and a prosperous look. Those that don’t 
e q o y  Grolantor’s favor look weather-beaten and ratty, 
re$dy to collapse at the slightest touch. Since the giants raid 
ea’h other when they’ve got no other foes to destroy, they 
all eagerly seek to gain Grolantor’s favor at the expense of 
th ir neighbors. 

SPECIAL CONDITIONS. Holes large enough for a man to 
duck into litter the ground of the realm. Some of the holes 
at$ burrows, dug by some unknown creature, while others 
s e a  to be naturally occurring. It’s not always advisable for 
a ody to climb into these holes if he’s being chased by gi- 
an 4 s, though: obviously, some large creature might be in 

th9. But it‘s the strange paranoia that befalls a body hiding 
in hole that’s the real problem. It causes a berk’s mind to 

to that of prey. That is. he starts to jump at any noise, 
l? any fighting edge he might’ve had once. 

That means that if he’s planning to attack during a 
ro*d, he goes dead last. If he wants to flee, he moves first. 
As p g  as he’s true to his new instincts, he can escape. This 
effect lasts for ld4 weeks after a body leaves The Steading. 

PRINCIPAL NONPWYER CHARACTERS. The most important 
hill1 giant a traveler’s likely to run into is Onazak Throateater 
(px P hill giantll5 HD/CE). Though she was chosen to be a 
pro based on her strength, she’s also far more intelligent 
tha she lets on, and she won’t hesitate to manipulate any- 
on 4 who gets in her way. Since she’s female, the male giants 
dowt give much of a thought to her as a leader, and so she’s 
fred, to play giantish politics in any way she sees fit. She 
roa s the realm promoting disunity among the various 
sto Lades, thus turning the giantish attentions ever closer to 
the f Dower as each seeks a leg up on the others. 

1 
i 

I 
L 

I 
1 _ _  .-A Almost nothing here appeals to travelers, 

IS another good reason to stay away. Everything’s w 
for giants, and the steadings pretty much stick to 

- unless they’re teaming up to put a rival 

realm to 

name of their god. 

take ven- 
geance in the 
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Prices vary widely between the hill forts, as does the 
quality of anything a body finds there. Though the l i t  of 
useful items is short, most forts offer vaath skins, and others 
provide equipment made from vaath parts. 

Ill IN@ +HYS 

Cold deserts and cutting winds characteke this layer. II s a 
harsh, bitter place, where the greatest dangers lie not in the 
creatures that inhabit the layer but in the conditions of the 
layer itself. At least there’s no sun above to parch the thirsty 
throats of the inhabitants. 

The wind, like that of Pandemonium, never ceases cn- 
tirely. It has stripped the layer of plant life, destroyed the 
soil, and turned the ground into sand. Now, the wind carries 
the stinging partides of grit into the soft tissues of anyone 
stupid enough to visit or unfortunate enough to live here. 
Clouds of dust choke any visitor who lacks protection 
against the dirty land. 

The skies are foul with the yellow dust, which combines 
with the sanguine glow of the orbs to ma te  a hellish orange 
cast that blankets the layer for days on end. It also has the 
effect equivalent to a stinking cloud, but thii cloud lasts a 
lot longer. Simply covering the nose and mouth with a wet 
cloth protects a basher from the effects, but berks who don’t 
expect these conditions find themselves in a bllnding i 
of foul fumes and choking sand. 

There’s another danger, too: The driving winds kick up 
the sand grains hard enough to fiay fiesh from the bone, and 
anyone without the protection of heavy clothing might as 
well kiss his skin goodbye. &posed skin takes ld6 points of 
damage per round when the wind‘s blowing; not wen the 
petltioners are immune to this. 

Then the tornados come, as frequently as one every ten 
days. They cany everything in their path to an adJacent orb, 
wreaking untold havoc along the way. Anyone hoping to 
ride one of these tornados is welcome to try, but only a few 
souls have survived the attempt. 

The petitioners of Minethys are miserable; they’re 
greedy sods, and they won’t share anything with anyone 
unless they’re paid for it. Since there’s not much use for jink 
here, they barter for services and rags for protection againat 
the wind. The strong are those who manage to gain the ser- 
vices of many: their sand-built huts offer the best shelter 
from the wind, though this means nothing in the path of the 
tornados. They’re a hard lot, and they’ll bob a body for all 
he’s worth, if he lets ’em. 

The other inhabitants include the gautirre, who roam 
the savage wastes bundled in their rags ai Zes, and the 
fomorian petitioners, who sally forth frc eir power’z 

lEHB BLAS+SD 4 
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that defy imagination form the irregular orbs of 

reach literally hundreds of miles into the sky, 
thwarting even the most dedicated moun- 

howl through the gorges, making 
a treacherous matter at best. Even 

make their kips in the canyons, so no one wants to live 
there. ’Course, some sods live t h m  a m ;  they’re exiles in 
the land of exiles. They trust no one, and arc trurtcd by 
none in return. 

Others that live here include an outpost of Grolantor’s 
giants, shator gehreleths, and the Titan Crius. Rumor has it 
some berks actually challenged him in his palace and got 
away with it - for now. The chant is that Crius has some- 
thing particularly nasty in mind for them. 

THB L A N D  $P + H B  H U N +  
(Realm) 

CHARACTER. The hunt is evewing.  A sod is either p d a t o r  
or prey in the hunt of life, and anyone who doesn’t hunt is 

in his turn hunted. 

POWER. Malar (FORWllRN REALME. 

lesser power of To& 
controls the Land of -* the Hunt. He’s a wild, 

fed power, one who’s more 
than willinu to tear the uuts from his 

Campaign Settine), a L 
4- se rnUCH - 

in the sides of a few S H E  FALL enemies h t h  his own 
AS +HE L A N D I N G  hands - and lick the same 

hands clean. He’s barmy by 
human standards, but that - m’K6LI DURANG, doesn’t seem to deter his 

Mnlar usually appean as a 
great cat, but whether a tiger, 
panther, or jaguar his coat is 

always matted with b l d  - his 
own and that of others. Great 

%B scan line his pelt, widewe of 
his battles with matures bwond the imauininm 

+HA+‘LL G E +  I A  . . .  

“CSCeR+INQ” +RAV@L#Rs worshipem. 
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a bnt‘s uonna have to take. 
lead hard lives, clinging tenuously 
canyons in tiny villages. The petitioners 

and cheaters, and death hasn’t im- 
any. It’s just that some of ‘em have 

canyon walls, and the rare 
that the residents 
day without some 

they raid for food, 

-1 
-- things just 

seem to have 
a way of hap- 

wning tn Yose who 

of most mortals, as well as his fellow powers. Hi lov& 
nothlng more than the hunt, and can often be found 
wandering his realm, looking for new prey. Pity the traveler 
who athacts Malar’s attention. 

DESCRIPTION. Malar’s realm is fairly small. as realms go. 
Here the land‘s a little less rugged than most of Colothys, 
and it contains more greencw. Actual paths wind through 
the mountains, and the canyon bottoms are habitable, 
though most of the midents gather in the caves that perme- 
ate the rock walls. 

Game wanders through the realm, ranging fmm rabbits 
to elephants, and great cats and wolves’re also common. 
hy t ime  a body needs food, all he needs to do is hunt. It’s a 
strange truth in Malar’s realm that any prey hunted is going 
to be as strong, if not stronger than, the hunter. The hunter 
has to show cunning and foresight to take down his prey, 
and he’s got to wear it down before he closes in. The more 
brutal the kill, the better the quality nfmrst nn it. 
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service is the most common business, providing 
someone who'll show a berk the safest way 

through Colothp and into the 
next layer. Of course, a body's 

UR G R  got to makc sure that he's not 
being led into a trap: the hunt- 
ers here like nothing more than 
fresh meat. 

tobns of the The most notable service 0th- 
Lqnd are not mns+wniLa erwise is the hiring of mercenaries. 

The denizens of the Land make ex- 
cellent scouts and warriors; their 

re Ily towns, as 

feral senses allow them to follow 
s h. They're caves 

trails days old and track down enemla 
h n into the rock 

who think they've given pursuers the 
laugh. This is one of the few reasons the 

c yons in which packs 
o Malarites live and bmd.  Hun- 

Malarites haven't been entirely wiped out by their ri- 
d ds of dens cluster in the mountainsides, holding 
p $ ks ranging in size from four to 4,000 in number. 
aey arrange themselves in pack hierarchy, with one 

-b- IS, 
W H I L E  I v e  G@+ my 
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COIUPANY LBAD8R.  
+O A GROUP 

OP m i m a s  
? 

m e or female dominatlng the group. Any member of 
th pack can challenge the leader at any time: duels are, 
of r course, to the death. 

1 Some dens allow visitors, and wen encourage trade. 
sc dens export animal furs and import things like metals 3 other crafts that the Malarites have no talent for. Of 

c o p e ,  a merchant seeking out each den to see if they 
wanted to trade would have to be downright barmy. . . . 

, 
1 SPECIAL CO~II ' IONS. The air in the Land of the Hunt bean 

a hrange quality. It carries scents and sounds far more eas- 
ilyi than most places, but only for those who have a preda- 

. to instinct in them, or for those who're tied to nature 
so ehow. Thus, a ranger or a druid experiences some sen- 
so sharpening, while an ordinary berk doesn't. 

1 This translates into bonuses to surprlse for the natural 
, I s almost impossible to sneak up on one of the tho- 

se hT of Malar's realm. They gain a bonus of t4 to surprise 
rol\s. ' PRINCIPAL NONPLAYER CHARACTERS. Guilder Starkad (Pr/6 
hu, in an/PlI/CE) leads the primary den in the Land. He's a 
na$ty blood, both cunning and cruel, but he's also one of the 
few people in the realm a traveler can deal with. If he 
d n't decide to have a body strung out for the buzzards - 
m one, chased through the mountains by his pack - he 

wen be helpful. 
Shandalara WolMn (Pd 0 half-elf/R?/NG) of Toril ac- 

cid ntally stumbled into a conduit that sent her to Colothys. 

! 

the best of her situation by doing her best to sab- 
of the Hunt, and she gladly allies with any- 

power to damage them further. She never 

trust anyone till they've proven them- 
s in the same place twice, because she's always being 

1 
SERVICES. Precious few services are available in the 
, and those that do exist cost an arm and a leg. Guide 

vub in Colothys; 

THa VAUL+ 
(Site) 

1 . Sigil's not big enough to hold all the prisonas the 
Harmonium apprehends, and plenty of people would like to 
see a berk disappear entirely from the streets of the Cage. 
That's why the three lawgiving factions created the Vault - 
it's a place for them to stash inconvenient prisoners and let 
'em langulsh. No one on the street knows exactly where the 
Vault is, but it's a well-known chant around Sigil that this 
place exists. 

DES >N. Run by a cutter named Staccato Thaman (Pl/d 
tiefm~~r'S(HamniumliumlLN). so named for his lightning-fast 
command of his fighting sticks, the Vault rests atop one of 
Colothys' peals. The outside of the huge metal buildlng is 
covered in razorvine, and razor shrubs blanket the land for a 
mile all around. It's entirely enclosed: only three windows 
mar the surface of the Vault. 

Inside are only two groups: the prisoners, and the 
guards. These prisonen have proven to be too much of a 
bother to keep held in Sigil's Prison, and anyone sent here 
can give up hope of leaving. The place has, so far, proven to 
be escape-proof, and the guards have absolute power of life 
and death over the prisoners. They exercise this power with 
some frequency. 

Some prisoners don't wer make it into the Vault itself. 
Instead, these unlucLy berks are taken to an auction block 
and sold to Rends as Blood War fodder, or to the Malarites 
as target8 for their hunts. Thaman himself is unaware of this 
scheme; it's being run by a small group of lawful evil 
Mercykillen, who figure this fate's more appropriate for 
troublemakers than simply locking them up. Thaman'd be 
outraged if this dark came to light for two reasons: first, be- 
cause the Mercykillen haw undermined his authority with 
these actions; and second, because no one's cut him in for a 
piece of the profits. 



PECIAL FEATURES. The only viable entrance into the 
Vault s through a two-way portal from the Prison in Sigil. If 
a bo were to try entering through one of the windows, 

ards pay more attention to the prisoners inside, 
he’d I b l y  find himself staring down about 20 crossbows. 

thoug so a jailbreak might succeed if it came from the out- 
side. 

1 the guards are members of the Harmonium or the 
Red ath. Anyone else visiting the place - well, they have 

Live the rest of their lives in the Vault, or die a 
death among the razorvine. 

1 
The! 

P$RPHA+YS $F + H E  + BLACK S N $ W  + 
and black snow cover Por- 

mildly acidic precipitation 

The freezing air bums a body for Id2 points of damage 
per round. It’s also rarefied, deathly hard to breathe. Anyone 
exerting themselves for longer than one round has to make 
a Constitution check, with a cumulative -2 penalty for each 
round the exertion continues. 

Agathys serves as home to false friends and betrayers 
of secret confidences. The layer’s cold mirrors their hearts, 
as cold as the friendships they’ve destroyed with their lies 
and false pretenses. The most well-known petitioner, a 
cross-trader named Dalaphen (Pel 6 human/F l/Fated/CE), 
roams the icy wastes, never staying in one place long 
enough to be frozen to the ground. That’s the real danger 
here; those who stay in one area too long get overtaken by 
the creeping ice. It’s not uncommon to see portions of a 
body jutting above the ice. Nat- 
urally, Agathys 
echoes 

b points of damage per tum to 

and the only 

barely rise above the waters of the 
ocean. Occasional peaks in the sandbars form tiny islands; 
they’ riddled with caves and jealously sought after by 
everydne who lives here. 

WE BeUGH-f- + H E m  @FF 
A L ~ N G  + I m E  A G ~ .  

1 
e petitioners crowd the sandbars and the odd peak, YBU’RE eN Y e U R  eWN 

forcin each other into the acidic ocean and feeding off the 
bodie of other petitioners, all in the interest of their own 
surviv . The acid snow and the watm of the ocean don‘t do 
any p ysical damage to the petitioners, but the acid cer- 
tainly causes some measure of angulsh; they‘ve got ab- 
solute no desire to bathe in Porphatys’ waters. 

e Titan Oceanus maintains a half-sunken temple to 
himsel here. He doesn‘t tolerate visitors, and makes titanic 
waves i to crush unwelcome berks. Only those who’ve been 

- P Y L L D e N ,  
L B A D B R  OF +B(I  m i m s s ,  
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invite4 can come here without fear of retribution. And 

Poseidon, his Olympian replacement. Unless a 

7 -  
Is notorious for his rants and raves 

to sit and listen to Oceanus’ diatribes (which 

Ir span ehns of hatred), he‘s better off not coming here at all. 

AGA+HYS, 
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w 
across the wastes. They promise the world to someone who 
can help ‘em, but sure as ice, they’ll betray that promise for 
something better. 

all the secrets of the gehreleths, with their father and power 

grossly disfigured baemaloth, who created the gehreleths in 
revenge for being cast out from yugoloth society. But even 
if a body could find this hidden site, it’s doubtful Apomps 

with the sound of stilldiving victims being 
crushed between ice floes, and their shrieks echo 

light of the sixth layer reveals a land of cold and 
There’s no natural warmth here; It’s cold enough 
body long for the fires of Gehenna. It’s said that 

no dark that eating this ice is lke drinking 

are found in the deepest 
black sea. Only those prepared for the 

contemplate making it through to 

from the dripping waters of Porphatys above, It’s rumored that a place hidden away in Agathys holds 

Apomps living in its center. Supposedly, Apomps itself is a 

I would appreciate the company. 

acid. 
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4 -?- Gehenna, the Furnace of Perdition, comprises ex- 

actly four steep volcanoes, with peaks at the top 
and bottom and nary a flat stretch in between. The 
volcanoes float in an impenetrable void, each mount a layer unto itself. Any 

berk knows what that means: These volcanoes are huge, literally 
hundreds of thousands of miles across, 
up, and down. Still, it doesn’t hide the 

fact that Gehenna is, overall, one of the 

into empty infinity. But unlike any other Outer Plane, 
it’s got a flnite amount of physical, measurable 

A 

ground. 
On the other hand, what Gehenna 

lacks in size it makes up for in sheer 
. - -L mean-spidted- 

ness. This Is a 
plane totally 

without charity, 
without any con- 5 ceut of uitx mew, or 

5 
any 0th; r e d & n g  qukib: 

This doesn’t just apply to the inhabitants; the land itself spits on the unfortu- 
nates here, and a body can consider himself lucky if he’s not overrun by a lava 

On Gehenna, it’s every berk for himself. Though they’ve got 
some internal law that keeps ‘em in line, they’re really much more 

concerned with personal proflt. They don’t care if they get it by 
helping others or stepping on ’em, as long as they get it from 

somewhere. Because the plane’s so inhospitable, all the petitioners 
arc greedy and suspicious, and they won’t do anything 
for anyone else unless they get some sort of immediate 

This plane’s home to the yugoloths, one of the 
few planar races that aren’t spawned from petitioners. 

Legend has it that the yugoloths came here from the 
Gray Waste, perhaps to escape the constant battles of the 

Blood War, perhaps for other, mort nefarious reasons. Still, the yugoloths pose 
one of the main dangers of the plane, and a body would be well advised to 
steer clear of them, for both physical and spiritual safdy. 

flow or shoved off the side of a mountain. 

I 
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~1 F, payment for it. 
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+ PHYSICAZ, C e N D I I E I e N S  + 
Gehenna’s four layers are, in order out from the Astral: Khslas, the Gentle 
Land; Chamada the Molten; Mungoth, the Burning Ice; and Krengath, the 
Dead Furnace. Each layer has its own physlcal peculiarities which are de- 
scribed under that layer’s area, but some thin@ are common to each. 

As noted above, there Isn’t a single level place on the face ef the four 
mountalns; at least, not a naturally occurring one. Flenty of folks take the 
time to clear off a spot for themselves that they can sleep on without fear of 
rolling off, but most of these don’t last too long. somcthiag about the plane 
just seems to hate a level surface, and most ledge (those not formed by a 
power, anyway] have a way of breaking off and carrying those on ’em to a 
painful doom. 





I 
L *  

I "L 
L i 

, Anyone who trips and falls here is most likely dark and cold, just as the outside of the dead land is. 
It's home to a variety of beings, each of which re- 

gards light as inimical and something best de- 
stroyed, along with whatever happens to be car- 

rying it. It's a chili, dank place, without much 

The ground generates each layer's 
light and heat, not some sun or bum- 

ers, the heat's enough to cause non- 
natives to burst into flame. The light's 
red, cast by the slagged rock and the 

ing star in the sky. On some of the lay- 

heated metals of each layer. As the layer 
cools, so does the light die. Thus it is that the 

light constantly rises and falls around the plane as 
b h  fumaroles and geysers of lava 

A dark void fdls the skv above each 

that any ordinary basher'd want anyway. 
N ~ W  W A + C H  4: 

dtad, or soon to be that way. A body can't 
e the laugh to the jagged stones of T e furnaces like he could to a 

onster; he takes falling dam- 
a e equal to half the distance 

lled in feet, and he keeps 
rqlling until he either fetches up 

ainst an outcropping of 
s me sort, or until he falls 
c mpletely from the face 
o the layer, tumbling 
o into the oblivion 
6 t  waits in the 
vgid beyond. No 
o e's ever returned fr% m this void, or 
le t no one who's 
t $ king about it: 
sane say that nameless 
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sprout up and cool off. 

pqwers lie beyond visible sight, 
in! a Weird demi-existence of mad- 

"$ If a body doesn't want to fall from the outer slopes, his 
bqst bet is to stick to the inside canyons. Of course, just 
a ut everything else on Gehenna seeks refuge there, so a 
b dy's chances of running into something unpleasant in- 
c ases dramatically inside the mountains. 

The slope on the plane can be as little as 5' and as 
mhch as 80' - and that's on the scalable parts. More dim- 
cult are the overhangs, sheer cliffs, and more-than-sheer 
blpffs. The footing's tricky everywhere, and woe betlde the 
ledtherhead who doesn't watch his step1 

Gehenna's not called "the fourfold furnaces" for noth- 
ink. Except for Krangath, the layers are all hotbeds of vol- 
c a F  activity. Every place the magma has broached the sw- 
faQe is called a furnace; some are hotter than others, and 
so+ are dead. Still, the constant feeling of a slow boil of 
m lten rock and metal beneath the surface lingers, even if 
th 1 re's no furnace nearby, and even If all the furnaces of the 
la*r are dead and cold. 

I All the layers sport caverns beneath their surfaces. 
Th se of Khalas cave in under the heat of the magma regu- 
laJy, and only the most addle-coved of all Clueless would 

er maklng one a home. Chamada's caverns are 
angerous; it takes about 10 minutes for a cavern 
boiling rock, and the caverns themselves are 

far too hot for anybody to step into. Indeed, instead of 
s, they're more like giant air bubbles in the 

a. Berks only enter these "bubbles" looking for a way 
imes a cavern holds off the lava a 

ese usually have tunnels or passages to the 

Mungoth's caverns are the most habitable. In fact, 
t h q r e  the most comfortable places on this cold layer, and 
thwre flercely contested. The cave complex of Krangath is 

and pain. 

! 

+ 26 

layer. Indeed, the utter b l a c h s s  of each 
layer begins dozens of feet to several miles above the sur- 
face of the ground. No light can penetrate this void (except 
for the burning glow of the next layer). and even sound 
seems to disappear into it. 'Course, the creatures known as 
slasraths seem to have no difficulty in seeing their prey, and 
there's little doubt that other creatures out there can make 
the slasraths look feeble. But precious few beings have the 
power to see through the murky void of Gehenna. The flends 
mlght be able to, and it's said that a solar's sword can pierce 
through any darkness, but that doesn't leave much for any- 
one else. 

TRAVBL O N  QBHBNNA 

Surprisingly, Gehenna's not all that hard to flgure out, 
travel-wise. Aside from the Styx, which, like a great liquid 
snake, flows where it will, not much is dark about Gehenna's 
ins and outs. It's not a cage like Carceri, and it's not as dia- 
bolically clever as Baator: it's just a plane that seems to 
have some incredibly hostile intentions. 

Obviously, a body can get here by the usual methods: a 
portal from Sigil, a gate from the aaacent planes, an Astral 
pool, or the Styx. Portals are a l w w  found in the deep cav- 
erns of the layer, and they appear as bottomless black 
chasms. They're usually marked, and this is the only time a 
service is performed for free on Gehenna. Of course, some of 
these marked pits are actually bottomless pits, dropping a 
body into the void beneath the mountain - that's the cruel 
sort of amusement played by the denizens of Gehenna. 

The uortals between lavers are also found beneath the 

I 

I 

- 
furnaces of the plane, usually in dead-end corridors. 
sionally (usually around 5% chance) they open into a 
canic bubble if a body's going to the second or third 1 
or into a totally sealed cavern if the basher's traveling 
fourth. Sometimes the portals are only one way, so a bo 
should be prepared to do some digging, or to protect hims 
against a sudden rush of lava. 

+ 
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only through the flrst layer, Khalas. It's the 
on the layer, and it hurtles through the gorges 

ns of Khalas with breathtaking speed. At certain 

rocks below in a crash 

se who aren't so adept usually wind up as so 

od as the marraenoloths, but the most experienced 
the yugoloths a run for their money. And 
's all they care to do. 

ouching it or drinking of its waters loses their 
and their abilities, unless they manage to repel Its 

as mean-spirited as Gehenna, it's only natural for 
modifications to the way magic functions. As 

divination and conjuration/summoning 
some changes. Enchantment/charm's a little 
course, the nahue of each layer affects the 

I immoning spells can only 
draw reamres naiive ro venenna, even spells like gate that 
are d signed to break planar barriers. As on Baator, the 
caste has to define the terms of the summoning rigorously 

'ng a successful Spellcraft proficiency check, or In- 
tellig nce at -41, or the summoned creature has free will and 
the a ility to do as it wishes. Most of 'em like to tear a sum- 
mone limb from limb, though a few settle for just killing 
him o bight. 

- t 
Just as Carceri requires divinations in a pool 
ma's divinations require a death. This one 

ain and cunning; a berk hoplng to cast divination 
any, stake it out on the ground, 

n spell in the entrails of his foe - 
attached to his still-living enemy. Just as on 

le leery of diviners, and unless 
1 to the core, most diviners stay away from 
general principle. Besldcs, it's the sort of place 
arer of bad tidings can expect only the worst, 

na d0esn.t really cany too much good news, so it's 

d, 1 

Any diviner worth his salt could see that 

/CHARM. Some say it's because there's no 
; others say it's because the bare essence 

of truth lies revealed on this plane. The truth is that spells 
from the school of enchantment/charm just don't work as 
well on Gehenna as they might someplace e h .  Spdh higher 
than 4th Id don't work, and all spells function as if they 
were cast at a level lower. Enchanters usually lind a reason 
to stay away from the plane. 

INvOCAT1ON/EVOCATlON. On the OppOSitC side Of the COh, 

spells of invocation/evocatlon W o n  as If they w m  cast 
at a level higher. All saves against spells of thls school am 
made at -1. Brute power works well on Gehenna, and those 
who can use it subtly profit even &re. 

NECROMANCY. Spells of pain obvlowsty work much better 
here than they do on the Upper Planes. E v n y  spell cad to 
hanh gains a t 1 on every die of damage, while every one 
meant to heal is reduced by -1 per die. Spells that comumd 
or create UI work as if the caster wem a level higher, 
and turning made as If the caster w m  a l m l  h e r .  

The two schools of Fire and Earth arc partic- 
ularly effective in the h a m  of GC~CME; on the first t ime 
laym, they work as If the caster wut  two Ieveis htglur ulrn 
his actual level. Since the lava's much more a& on Qee 
layers, the two schools work hand in hand, and m y  rpcll 
that involves the one involves the other w wdl. Water's not 
affected on the flrst layer, but on the second and third lpym 
it doesn't function at all. The fourth, Knngath, allows Water 
and Air to function, but only as blasts of W i n g  steam. No 
Fire spells work on the fourth layer, 

L K I Y S  

Spell keys on Gehenna focus around the schools they mpm- 
sent. The general keys are often obvious after a bcrk lea& 
the patterns, and someone with a decent intuition might be 
able to figure these out on his owa For example, th latest 
general spell key for necromancy Is the skull of someone 
slain in anger, while that of Elemental Fire Is a hunk of still- 
wann obsidian. 

Of coursc, these keys change and evolve over timc. It's 
not a sudden switch, but each year the kcys am almost en- 
tirely different from what they wm a year d e r .  The necro- 
mancy key last year was the f iughne of a yagnoloth Next 
year it'll be dirt from a prime graveyard, or something 
equally hard to predict. Forhmatdy, the old keya -&a their 
power for'about thm years, so a body can keep usin# an old 
key for a while without it leaving a bcrk 4 the bunds. 

P@WIR KeYS 

Friendly powen rarely frequent Oehmna. and the cvil ones 
that do live here seldom grant power kcys. Sung Chiang in 
his Teardrop Palace might grant a key to an especlpuy de- 
serving priest, but he'd probably make the berk try to steal it 
first. 



1 Gehenna’s power keys almost always furrher the pulposc 

key, and it’s not one that has a long Me in any case. 
One of the rarest treasum of the plane is L 

a n  made out of the bones and 
animal, csMd into the shape of 

in the furnaces. 

PeBS A N D  P R I S N D S  + I N  +HB P U R N A C B S  + 
and then some. And almost none (absolutely none 

this their permanent home) have qualities that 
bashas to visit for fun. They’re all self-ab- 
follow their own agendas. Though they 

for common ends, in the end each 

izement. They’re crafty and they’re clever, and most of 

o f t  e denizens realize this, and they know bow to bluff 
tbei way to power. What sort of power they’re looking for 
dep ds on the berk doing the looking, but they’ve all got 
thei b secret agendas which they don’t share with anyone. 

I 
1 
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not really a popular place for powers, and those 
usually the high-ups of their respective pan- 
a disreputable plane, apparently, for the powers 

tation with pride. They don’t usually regard them- 

. Still, those here are among the more dangerous, 
s, and underhanded of their fellows; they wear 

evil, preferring to paint tbdr actions as necessary 

nonhuman powas seem to have developed qulte a 
plane. Some say it’s because they’re not 

else, but the truth is they prefer it here. 
umbers include Gaknulak, kobold demigod of trick- 
uenili, cowardly lesser power of the rat men; Mel- 
the dire Lich-Lord; Memnor, the pride of the cloud 

an, philosopher-god of the Illithids; and 

e power commands the veneration of both monstem 
of cunning, treachery, 
humans of Knmn Dav 

of both themselves and their pantheons. 

The human deities here seek to increase their power 
without the interference of high-ups in their pantheons. One 
such is Lovistar, the MaMcn of Pain. Her worship haa been 
bullding across the Prime for some t h e  now; it’s spld that 
she’s soon to increase her standing to intermediate status. 
For some reason, the worship and acceptance of pain Is be- 
coming far more widespread. 

A recent arrival to Gehcnna is the lcsscr power Iyachtu 
Xvim, son of the dead god Bane. Though his worship orIgi- 
nates on the same prime world as Loviatar’s, he hates her - 
as he hates just about anything but hlmaclf. E m  the dit 
similar powers of the plane are considering banding to- 
gcthw to teach this young, brash upatart a lesson. 

Other deities hert include the domineering Math Math- 
onwy, Celtic lord of sorcery, and Sung Chiang, the Oriental 
trickster-thief. 

THS PROXIfiS 

Though they vary in degrees of subtlety and power, two 
things about the proxies of Gehenna’s powcn never change: 
their love of power and their hatred of rivals. It’s a wonder 
that they haven’t all turned on each other in an effort to 
eliminate possible competitors. 

Loviatar’s proxy is the most famous among those on 
the plane. She’s a petitioner r a i d  to the status of proxy, 
and has brm given back her memorks of Me. She was and 
is the high priestess of Loviatar, and her name b w o n  
Horinar (Px/9 humanPl5/LE). Hodnar constantly csnks a 
great nine-headed whip, which she wields with awesome 
fury and ability. She’s well-versed in pain, having studied at 
the Knoll of Blades in Baator - she left when she surpassed 
her teachers’ skill. She roam8 &henna, looking for petifion- 
ers who escaped the realm of Loviatar, and ‘recruiting” 
wanderers who pass too close to the din. 

The two main proxies of the thief-lord Sung Chiang PIC 

actually a pair of gehrelcths. Roc (WS kclubar gehrckth/ 
15 HD/NE) and Smol (Px/d farastu gehnleth/l4 HD/NE) 
constantly plot against each other, d n g  ways to dtsucdit 
each other while raising their esteem in the eyes of tlidr 
lord. They usually remain in the environs of the Teardrop 
Palace, but send out agen@ on missions to both increase the 
glory of Sung Chiang and bring their rival low. For those 
who can stand back and watch without getting involved, the 
whole affair’s actually pretty funny. 

Shargaas the Night Lord sends out his minions with 
some regularity. His favorite is Turgrrn the Half-Blind (Fx/ 
8 orc/FlZ/LE), a basher who’s blind in one eye. Ihe sight of 
Turgrcn reminds Shargaas of all the indignities he‘s sutrcml 
at the hands of Gmumsh, and so the power heaps alum on 
his faithful proxy. Though he’s got no pemnal animosity 
toward Turgrrn, he treats the bcrt this way as a kind of ven- 
geaaee against his fellow god. Turgren, in his turn, mistreats 
all those lesser than him. He’s skilled in both physical and 
mental torment and has no compunction on using either on 

resp+ to Sargonnas. 



tionen of Gehenna are the refuse of the planes, or so 
They're gmdy  and grasping, cadng only for them- 

selv+. They perform no services or favors without some sort 
recompense. Because precious little in the way 

on Gehenna (at least, not available to pe- 
also mighty suspicious, and they won't 

demonstration of a body's ability to 

planes, the petitioners here are a 
out across the plane with no re- 

for, traveling as fmly  as they 
for power. They're looking 

they believe it to be, and 
th- k u c i s e  that will wherever they can. 

The bgoloths, masters of the bluff, call Gehenna home 
though it's said they're tmly native to the Gray 
even the sages know what compelled them in a 

to the flery slopes of the Fourfold Furnaces, 
and the rattling of bone-boxes abound. A 

make the Gray 
far the largest , 

I: 

there lies something truly momentous. They just don't know 
what it is yet. 

': Those who study the yugoloths cloocly 
know that a yugoloth's rank isn't baaed solely on its physi- 
cal power. In fact, several ranks of lcsscr yugoloths could 
easily take their betters in a fight. Th2 sccret of yusoloth so- 
ciety is this: It's b a d  around bluff, manipulation, and SLiU 

Yugoloth promotion isn't niade on the basis of fighting 
skill or mental greatness; it's made on the basis of how cun- 
ning a yugoloth can be, and how well it lcams how to fudge 
the schemes of its betters and inferiors. Unfortunately, a 
yugoloth is always born into its form It can't just makc a 
physical change, like a baatrm or tmr'd can. A yugobth 
that has gained the notice of the high-ups is in for a d& of 
a time. 

First the yugoloth "eligible" for promotion is taken bc- 
fore a circle ofjudges. Yugoloths two lev& high form the 
circle. They question the lesser yugoloth mercikuly, bad- 
gering it for itc insights and obsWPtiollk If it doem't mat 
their expectations, they kill it outright and leave it for thc 
slasraths; they also flay the y~@~loth who recommended tbc 
unworthy one, and set it to wandering Gehenna an m objca 
lesson. This has made the lcsscr yugoio&g much mow i i w y  

to recommend only those who 

If the supplicant does meet 
' expectations of the examina- 
m, it's congntulated and tnbm to 

the furnaces of Mungoth. 
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4Ly GeCBD. TheKitbrrthcsin 

cleanses it of extn- 
ndimpurities.Thcnthe 
yugdoth is slain with a 
blademadeofobatdian, 
magma, and captured 

H B A D  spiri taanditsbcdyford 
into the furnace. The outer 

from the very 

PLA 
of the planes, while the 

either promoted from 
wawncd bv two mrents 

~ n t  ihe  latter rarely imppens; it seem 
010th would rather mpLc swe a body g a s  pro- 
gh m n l t  rather than acddmt of birth. 

wned on the Gray Waste, the 
fles the orll of the multhrnx, 

SLtn stoughs off the aeatun, rrvnling 
a newborn yugoloth one rank blgher than Its old form. It 
must then work to prove ita abWy in its new statlon. The 
ritual varicp h m  rank to rant,but it Worn the same prin- 
ciple for each: a deanring, folbved by a rebirth. 

The lowat yugolotk? aretkmmobtb, th m k  and 

celly, than the caste above them. But thcy'w been taught 

loth sct above them is more powern& wkcn QM ofthrm re- 
&a that it's m m  powem~I tttan the der@~olotlm M above 
It. it's stnglcd out for posdblc pnnwkm. 

The dagholoths form the second d, tfiytlL a sui- 
ous cut in power when they're promoted, but they've 
learned that not all higher yugolcths am not neccssarlly 
more powerful. However, the plscoloths, next in Ilne, ore 

MC of yugobth The* f i ~  m m  pormtul pwi- 

tfut they're th MOBI of the chtn. a d  tkt MIy WC- 
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they're holding their positionr only under 

the sanction of the ultmloths. 
They've got to learn that despite 

rulemhip. they're still not truly 
pownful, and that there arc other 

ways to power than holding land rmd the 
it's bady for the next step. 
It's earning the essence of manipulation. +'  IK Yagnoloths who learn these lcssons 

The piscoloths serve as the sergeants gain the rank of marmrnoloth. l%ey learn 
of i e two lower ranks. They're cruel and that power can bc had in knowledge; in this 
hat ful, and most of 'em don't live long, because the case, the knowledge of.the Styx and its twists and eddies. 
de oloths are constantly putting them in the dead-book. They learn of the power of material wealth, and about hoM- 

' is a position most of them are eager to get out of, and ing others hostage to their whims. They also leam about the 
tha right quick. They can only do it by taking a corre- honor of holding to a contract. At this point, they begin to, 
spo ding power cut. Those willing to lower themselves to understand the politics of yugoloth society. And once 
adv nce themselves usually make the promotion. they've mastered these lessons, they can transcend to the 

1 Hydroloths are next in line. They're scouts and merce- status of greater yugoloth. 
The least of the greater yugoloths are the nycaloths. 

D E E P E R  mo* powerful. The dergho- 
lot& are stupid and mean, 
but pt least they have some 

and. When one real- 

the power loss, 

. . .  
+ E  PAIN! 
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and the lesson they've learned is this: A power cut 

grant unexpected advantages. In this case, 
to swim the Styx without losing their 

These observers, reporters, and scouts on the fields of the 
Blood War report to the arcanaloths, who record all thcsc 

plan the stntegies of the yugolotbs for thc 
war. Nycaloths hold f i iy  low status, bc- 
t to learn how to makc this infomatton 

'. work for 'them. When they hegin to 

formatton and kwnl- 
edge to M r  own 

ends, they're ready .. 
to become 

arcanaloths 

, .  Undcfftand how to widd in- 

,. . 

I 



arcanaloths sewe as 
and contract makers for the yugoloths' ser- 

and baatuu in the endless war. They've 
power from the furnaces of Gehenna, 
the ambition to take the place of the 
for the power of knowledge, and the 

whole race. They can only ascend 
the place of one of the existing 

because the ultroloths are 
to ascend. Besides, the ul- 

any arcanaloth who 
tries td be too direct. It's a rough game, but both sides play 

loths are the epitome of the yugoloth race. These 
decide the coume of the Blood War 

yugoloths can determine the winner of a 
way they throw their might. The ultroloths 

their lessers through subtlety and hints, 
strength. It's unknown how many of 

they're dangerous and totally unpre- 
fight among each 

THE BAERNALOTHS: Chant is that the baemaloths preceded all 
the other kinds of yugoloth. Some even go so far as to sug- 
gest that the baernaloths created the rest of tbe race, and 
now look upon it like fond but crucl fathers looking over 
their children. It's not much of a dark that the uItroloths oc- 
casionally seek out baernaloths for advice and private dis- 
cussions. Maybe the ultroloths are looking for ex- power, 
or just some guldance on how the whole thing should be run 
- no one really knows, and thne's no way to And out 

One of the strongest ultroloths is well known for its R- 
liance on the advice of the baernaloths: the General of 
Gehenna, the strongest of the ultroloths, bar none. The Gen- 
eral wanders the fiery wastes of thii plane, leaving its mark 
wherever it can touch. Since the baernaloths don't talk to 
just any ultroloth, most of the ultroloths seek out the Gen- 
eral to find out its secrets:Most of 'em never And it, and 
chanccs are they won't like what thcy hear - most of thcsc 
ultroloths are found charred and smoking on the sides of 
one of the gnat furnaces. 

Those who do And the General and agree with its views 

an outside threat regardless 

.. . 
_.X, 



Tm BLOOD WAR: Folks suspect that the yugoloths know more 
adout the Blood War than they're willing to admit. Whis- 
p$ed rumors wen say that the yugoloths have engineered 
thp whole t h i i  as some sort of grand experiment in evil. 

~ Regardless of the truth, a body has to understand that 
tt$ yugoloths are an essential part of the Blood War. Their 
mtrcenaries can turn the tide of any battle, and their influ- 
ewe seems to keep the Blood War at an even keel, most of 
thp time. Just when it seems that the field's going to one 
si e or the other, the whole thiig evens out again. And the 

oloths stand right there in the middle of It all. 
I 
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faction calls the furnaces of Gehenna home. The most 
ly ally of the plane, the Sign of One, would do so for the 

e*rcise of will that Gehenna represents - but they don't 
h q e  the sheer evil intent that goes hand in hand with life 
04 Gehenna. 

4 @ + H E R  € N C @ U N + S R S  

Naturally, more than just yugoloths, pow- 
-r ers, petitioners, and proxies inhabit the savage 

brimstone wastes. The other creatures, almost without 
eyeption, seek to show their dominance over anything they 
cab. The stupid ones flght to the death, never recognizing 
th t something might be able to beat them, while the 
s arter ones just bide their time until they can eliminate 
w atever they see as their enemies. i Naturally, both tanar'ri and baatezu roam the place, 
se king the utter destruction of the other. Though the Ant 
la er of the Gray Waste is the most common battleground, 
w ole armies of tanar'ri and baatezu make war here as the 
B1 od War seethes with its cyclical tides. Of course, this 
be g closer to Baator, the baatnu generally hold sway. 

Occasional gehreleth raiding parties visit Gchenna, sent 

inhabit the furnaces. camrlna on the Blood War 

i, 
the yugoloths in their primary plane. Imps and 

- -  
ally numeroua here: this is, after 
older ones try to k t q  thm&ves 

er as long as they can, and send the younger ones to 
there. Anyone who sees a single 

on Gehenna should know that there's likely plenty 
hiding Just out of sight. 

h sight of nightmares, galloping 
e magma and flm of the 
Bonespears call this 

r I 
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haku Dark Ones, hook spiders, terlen, vaporighu. and the 
fearsome phiuhls. Slasraths were born and bred from the 
horrid worms that bunow through the plane's must, and lin- 
quas can be seen mnying around on this or that errand for 
their master, Sung Chiang. 

Of course, there's also the inhquent adventuring party, 
usually looking for a way to get themselves out of this mess. 
Occasional paladin strongholds spring up, their inhrbltpn.tJ 

intent on seizing territory for the fo rm of good, but these 
vanish within a few days, either obliterated by fiendish rsMs 
or succcssf~~I in their mission 

THB + P e U R P e L D  P U R N A C g S  + 
Each layer of Gehenna represents a different kind of fur- 
nace, but all bum with an evil and a will virtually un- 
equaled in the multiverse. The lava flows seek out the casual 
traveler, and the ground seems to want to swallow everyone 
who crosses its surface. 

Like Carceri, Gebenna's lit from the ground up. Shad- 
ows leap into the air instead of amsa  the gmuud, and it's 
possible to cast a shadow into a berk's eyes if a body stpllds 
just right. 

Khalas could be said to be one of the gentlest layers of 
Gehmna. 'Course, this isn't saying much, because the rest of 
the plane's always ready to destroy a careless b n t  Come to 
think of it, Khalas docs that to a body as well. It just seems 
nicer. 

Though no greenery can be found, Khalas has a kind of 
savage beauty with its rugged mountains and spuming wa- 
terfalls. Rhrm wind through the layer, each with a fast and 
furious cumnt. A body ought to do his k t  to avoid drink- 
ing the water: It wells up from unknown sources at the herd 
of the plane, and there's no saying what sort of physical and 
spiritual taint it carries in the flow. Besides, most of the wa- 
ter's carrying heavy metals from the lava, so a body would 
get sick and die from it soon anyway. Still, people here 
dying of thirst feel they've got to drink. What they end up 
with, aside from a tongue that's burned from the poisonous 
water, is a disease that doughs the flesh from their limbs 
and leaves them deformed and crippled. 

The rivers have carvcd out immense cavern and gullies 
for themselves, m d  an advenhuous basher might trsvcl for 
hundreds of miles upstream and never find the soum of the 

river. When the rivers fall from the hi@ diffi, they 
almost never 
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'em gnd in great clouds of vapor from the heat 
of thp ground - except for the Styx, which thun- 
ders 811 the way to its fllthy pools before disappearing 
into the caverns under the crust. 

Lava sprays into the air from holes in the crusty ground 
like jome sort of flery fountain. A body's got to be excep- 
tionqlly careful about where he walks. Even if a basher's 
protqcted against flre, the lava can melt right through his 
possessions. Anyone not protected against it takes 6d6 
points of damage per round of exposure to the lava. Even if 
a beqk doesn't touch the lava, the very ground of Khalas 
bum$ for ld2 points of damage to exposed flesh. 

find bloods call this the nicest of all the layers of 
Gehanna. It just goes to show that the whole plane isn't 
worth a visit, unless a body's got something to prove. 

TH8 ABB)IIIINA+IB)N'S LAIR 
(Site) 

:In.. A powers-destroying beast makes its home on 
'pna, roaming out every so often to drain the petitioners 

and p x i e s  of the gods. Everyone in the area fears it, *cause 
they know they might be its next target. Even the powers 
are a little leery of the creature, and none dare seek it out. 

PESCRIPTION. The hearsay's not far off, for once. The m a -  
ture hails from a prime world called Aebrynis, and more 
specifically from the continent of Cerilia. It's one of that 
world's awnsheghlten, or abominations. It was once human, 
but id its blood IUS the power of a clushed god of evil - and 
the abomination can increase its power by absorbing the 
strenFh of other creatures that have godly essence in their 
own wins. 

This abomination's called the Blowfish ( M / 0  awn- 
shegill12 HD/NE), but it's a lot fiercer than the name might 
indlcpe. It appears as a humanoid with blackened skin, as 
thou$h it'd been in a flre for a good long time. When it's 
angry or threatened, though, it becomes apparent that the 
blackped stuff ain't skin; it's a mess of spines that stick out 
to a distance of about a foot. The spines are coated with poi- 
son (gave versus poison at -4 or die in ld4 rouhds), and they 
also alow the Blowfish to take in blood from its victims. 

The Blowfish isn't stupid. It makes its home in a se- 
cluded cave high in the mountains of Khalas, far from the 
pryink eyes of powers and proxies. It does its level best to 
slay anything that comes by to disturb its solitude. Other- 
wise, lit spends its time feeding on the corpses of its victims 
and qccasionally taking out some of the more foolish prox- 
ies. *e creature has increased its power dramatically since 
it firsf showed up on Gehenna, and the proxies' link to the 
poteqcy of the gods has been transforming it into something 
new ilnd exciting. It's looking forward to getting even more 

'OW$e cave itself is nothing exciting. It's fairly large, the 
prod& of natural volcanic activity, and it's still very rough. 
The Blowfish has decorated it a bit, hanging it with the skins 

Ir 

of its dead ene- 
mies. Noxious gases occa- 

sionally spill out from the lower reaches of 
the cavem, ending in a puddle of magma that occasionally 
belches forth a gout of lava. It's all very homey, at least to 
the Blowflsh. 

SPECIAL FEATURES. The gases spilled forth 
from the magma pool act as a cloudkill spell, - 
but they don"t affict anything without 
a humanoid set of lungs. They actu- 
ally make the Blowflsh stronger 
- when in its lair, the awn- 
shegh attacks as a 14 HD 4 

-- 
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monster. 

TH8 T8ARDR.P PALACB 
(Realm) 

QIARACTER. There's no one as great as a power, and those 
that say otherwise are reduced. Berks come and go, but one 
truth stays constant: Anything can be stolen, and anyone 
can be a victim. 

POWER. Sung Chiang (U), god of thieves and trickery, 
rules the Teardrop Palace with a deceptively loose grasp. 
He's always concocting one scheme or another in an at- 
tempt to gamer ever more power for himself. Sung Chiang's 
a three-faced god with eight arms, and his realm's awash 
with the symbolism of creatures with many arms and long 
reaches. 

DESCWION. At flrst glance, thii doesn't seem like a big 
realm. Located near one of the banks of the River Styx, it's 
merely a nautiloid pagoda with two smaller shrines set be- 
side it and a busy bazaar in between the two. all encircled 
by a beautifully wrought fence. 

But that's just at first glance. As a body draws closer, 
the place seems to expand. It shrinks visitors to the realm, or 
expands as they approach. Either way, the effect's the same. 
A body approaches the Teardrop Palace as an insignificant 
ant, and knows exactly the god's opinion of him. It's all 
enough to make a berk realize that he is not the center of the 
multiverse, and it's for this reason that Signers don't often 
willingly visit the Teardrop Palace. 

The closer a body gets to the pagoda, the smaller he 
gets. Stairs lead up to it, but they're too high for someone to 
climb comfortably - a body's free to try, but it takes consid- 
erable effort. Most folks just use the gutter on the side of the 
stairs. It's another reminder of their place in the scheme of 
things, but it's sure easier than scaling the clifflike steps. 

Everybody can get inside the palace; what they do once 
they're in matters most to the power. First, visitors must pay 
obeisance to one of Sung Chiang's avatars (this one a 
monstrous Jellyfish), and then pass throunh to his shrines. If 
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they're special visitors, they can find a 
chamber in one of the nautilus arms that 

spin off the main temple. The hallway winds 

Below the upper temple lies its inverted op- 
in on itself unto infinity. 

posite. In this pitllkecathedral, Sung Chiang makes 
most of his deals. Down here, his evil nature most truly ex- 
erts itself. 

The chant is that Sung Chiang can afford to make his 
inflnite; he steals pieces of other gods' realms, and 

those gods when they come looking for their lost 
of them come to accuse him, while others come 

to seek his help in searching for their lost goods. Either way, 
they pay the price for trusting a god of thievery. It might 
just be that he steals some small part of their essence, such 
as 81 breath or two or the glimpse in their eyes, and stores it 
away with his precious things. 

A map of the Teardrop Palace can be found on the back 
of the Gehenna poster. 

PRINUPM TOWNS. Only the pagoda and the two smaller 
shri h es rest here; the realm is like a self-contained town in 
the 'midst of Gehenna. Most visitors are initially disap- 
pointed by the palace. It's only when they get closer and 
smaller (or when the realm looms larger) that they realize 
the full extent of the whole area. 

i 

SPECIAL CONOITIONS. Sung Chiang's always looking to 
mabe people aware of how important he is. He usually does 
it by reducing hls visitors in size, imposing a sort of artifi- 
cial awe on them by virtue of his own size and mqjesty. Vis- 
itors must make a successful save versus spell or suffer a - 1 
penalty to all Wisdom checks and subsequent saving throws 
while here. This effect lasts for the next three visits as well. 

PRINCIPAL NONPLAYER CHARACTERS. Smol and Roc, the two 
gehreleth proxies of Sung Chiang, make it a point to remain 
in the realm as much as they can. In their endless scheming 
and iplothg against each other, they dare not leave for fear 
of having their shrines defiled. Thus they use minlons, 
whether willing or not, to carry out their nefarious deeds. If 
a traveler draws the notice of one or the other (or maybe 
bothl), he'll find himself used as a pawn in their endless 
feudl 

SERVICES. Almost anything a body wants can be found 
in the Teardrop Palace. Items have been stolen from all over 
creation, but if a body doesn't mind buying stolen goods, 
this Is a great place to get them. Of course, he's also liable to 

lose his purse in the milling crowds, and the prices 
are much too high for any sane person to want to 

do regular shopping here - but on the other 
hand, where else is a body going to 

find anything on 
Gehenna? 

* 
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CHAmADA, 
+Hg S g C e N D  III(BUN+ 

In stark contrast to the first layer, Chamada is brutal and 
unforgiving, the most cruel of all the layers of Gehenna. It 
comes as a bit of a shock to folks who've just come from the 
flrst layer, but they'll get used to it or they'll die. 

See, Chamada's covered with volcanoes and furnaces, 
oozing magma like a wound drlps pustulence. Occasionally, 
like a particularly Juicy pustule, the crust breaks and the 
magma sprays high into the air, spattering down for hun- 
dttds of feet around. The flery ground causes ld6 points of 
damage per round to exposed flesh, and anything not 
treated to reslst such horrific heat must make saves versus 
magical fire to keep from bursting into flame. 

Rivers of lava thousands of miles wide flow from the 
top of the mount, obliterating whatever lies in their paths. 
No sooner has one hardened and cooled than another wave 
comes. Though the ground may look solid, mostly it's just a 
thin crust over the latest flow, and a body's got to watch 
where he steps or face a fimy, painful doom. 

The stench of sulphur and charred flesh fllls the layer; 
the reek's enough to make a body vomit blood. It has the ef- 
fect of a permanent stinking cloud, and no place here is safe 
from the smell except the caverns below. Sadly, the caverns 
melt in far too quiclly for a body to escape the stench for 
long. 

N I m ICRI 

CHARACTER. Everything is one with itself and everything elsc. 
Individuality is an illusion; nothing matters except the rav- 
enous hunger of crowds. 

RULER. The ruler is the city, and the city is the ruler. 
There's no e d e r  way to put it than that, and nothfng harder 
for an outsider to understand. 

BEHIND THE THRONE. No one pretends to the throne. The 
city operates as a whole bclng, and no self-appointed 
mouthpiece interferes with its functioning. 

DESCRIPTION. Nlmicri appears like a small moon, about 
500 feet across, floating casually above ChPmnda's flcry hu- 
naces. Spires and steeples jut out from its surface, and 
h o w  and bulldings mar its elfiular perfectlon. The whok 
of the orb is paved and civilized, and it loots far gentler 
than anything on the plane has a right to be. The streets 
throng with happy-seeming people, and plenty of bustle 
goes on at all hours. It looks, actually, like an ordinary 
pdme world, except for the fact that it's built on a sphere. 

"hiis whole city is, in fact, a total sham. It's a single liv- 
ing being, a great mimic that parrots the motions of life to 
lure bodies to it. Despite its location, the mimic's had re- 
markable success. Some say that it roamed the Prime for a 



ere are no stories about this, and it seems un- 
would set foot on the place anyway - most of 

food into its gullet. Some visiton it lets go, so they can tell 
their Mends about the wonder of the town. Some berks wen 

Fortunately, the @at mimic can't duplicate a creature's 
natural abilities. The magical and unique abilities of its prey 
are beyond its reach, so the creature has no a m  to breath 

weapons or lightning bolts or spells. 

Mnsru Nimiai needs no 
militia. It is its own police 

force, and it reacts 
quickly to whatever 
slim h a t  any berk 

shunted off 
from the rest 

seem to risc 

nowhere. His 

he feels the 
"ails pushing 
him in. If he 

penists in fight- 
In& well, the walls 

just close in and close 
in tiIl there's no space for 

anything but the walls. 

SERVICES. Oddly, Nimicri docs produce some excellent 
goods. The bodies it has absorbed retain the memories of 
their former abilities, and the mimic puts them to use in 
making itself a trading point. It hopes, eventually, to be- 
come part of a regular trading route, at which point it'll 
have its pick of victims. 

a bow a w ' t  have to 
If evcn a drop of blood 

the fora and mea- 
the city oflen gocs 

mishap befalls 
so it can ob- 

memories 
lure more 
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CURRENT CHANT. Travelers report having seen a dragon 
nd here a while back; of course their testimony is suspect, 
nce they were dodging lava at the time. 

Also, word is that fiends have been spotted here. It’s 
dark as to why they might need to talk to the beast, but 

ant is that the Blood War‘s about to reach a new level, and 
e city might prove useful in the upcoming baffl 

I 
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ARC ANAL (b + H S 
(Site) 

ARUY. The tower’s the largest gathering of arcanaloths to $ found in all the multiverse. It’s also the home of their 
&eat library, where the contracts of the Blood War are 
rtcorded on the screaming spirits of petitioners and caged 
away as a permanent record of the war. 

DESCRIPTION. Rising high above the lava flows and 
a alanches of Chamada, the Tower of the Arcanaloths soars i an architectural wonder. The tower, designed by Larsdana 
a Nuet, echoes the evocative architectural style that char- 
a erizes St@. Blades and spikes decorate the exterior of the 
s ire, promising pain and death to those foolish enough to 
cjoss the lintel into the arcanaloths’ domain. 

*e yugoloth race. The entire history of the 
The tower functions as the record vault for 

1 

suffer for long years, until they give up the ghost and expire 
for good. The yugoloths regard torture not as amusement so 
much as a philosophical interpretation of existence. 

Deep below the tower lies the vast library, It extends for 
miles, protected from the lava by the spells and wardings of 
the most powerful yugoloths. Each contract is inscribed on 
the living skin of a petitioner, burned in with magic and 
branding irons. Locked away in a tiny cage, the only thing 
left on the petitioner’s his mind is the knowledge of the con- 
tract and his horrible pain. It’s quite delicious to the NO- 
loth. 

SPECIAL FEATURES. It’s thought that Larsdana built this 
tower as a focal point for the arcanaloths’ power. By con- 
centrating their will, arcanaloths can access all of the 
records available in the tower. This allows them to recall 
which fiends have bobbed them, and which have dealt in 
good faith. It also lets ‘em know which generals are easUy 
betrayed, and which it’s a bad idea to turn stag on. PIus, 
they can know who their enemies are at a moment’s no&. 
This option’s only available to the arcanaloths and the ul- 
troloths; the other yugoloths have no idea how to focus 
their minds correctly. 

The only drawback is that an arranaloth has to concen- 
trate for a round for every plane of distance, and thls lets 
the arcanaloths in the tower know exactly where thdr fellow 
is. An arcanaloth looking to keep its secrets from its pcm 
and superiors must either physically do its mearch at the 

tower or find other sources of 
’es can be found here, if a body only 

ew where to look - and if he could 
g 5“ t inside the walls. See, the arcanaloths 
jdalously protect their secrets from 

er beings, and they do their 
to keep their darks 

sheer inhospital- U 
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i$ of the layer’s the main 

A B U R N I N G  S-I-AR ason the arcana- 
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I +  m A K E S  N@ D l f f f R E N C E ;  
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bbdies of flayed 
p$titioners dan- B @ + H  ARE 

from chains EQUALLY- BEAU-I-IFUL +a 
d ndingfromthe 
cdiling. Some of these berks’re - H8LBKANALAI+H. 
% 
s t b  a h .  and their blood pat- K 8 8 P B R  or 

+HI r@w#R Or +He t into a vast pool below - 
e ink the arcanaloths use for 
ir contracts. The pool’s kept 

ink from scabbing over. 
Instruments of torture line 

walls, diversions for the ar- 

ments awav from their recordinn. 

ARCANALB)+ 
w rm, and it’s constantly stirred to KCCP ii 

who want to take a few 

ese are always in use; a lot ofyugoloths 
diversion for a moment or two, and the petitioners 
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IIIUNG@+H, that shc's whip smart - but he wouldn't say it In her hear- 
ing; she's got the sense of humor of an icebag. 4 +He THIRD IIIeUN+ 

DESCEFTION. Ice and icy pain shape this realm. A tower- 
ing fortress ri#s high in the center of Ondtland; tblr i a  thc 
Frigid Palace, home to Loviatar hmdf.  b jutting rrsg look 
almost like the tortured screams of her vlcttmc, and durIng 

the endlns night, the icy glow of thc citadel lism Into the 
sky with an eerie beauty, dancing In blues, re&, pod 

greens a m  the sky thmghout thc realm. 
Its beauty is one of the few bc@lts of e coming to the mlm, andoacdtacfm 
exprnsions besides pain that Levhbu 

Volcanic activity still 

allm hemelf. 
D ~ y s  md nigbh in On&- 1+'S Ne+ +HE CCBLD 

+HA+ G E + S  Yeu . . . I+'s land PR not nt all q u a l  Day- 
light comes for an hour or 

two, followed by 22 hours of 
darkest night. The wind whtpr up cloud$ 

of fhe  snow, and It howls amund the 

+ H E  HUmlDIfY.  - IUUNQe+H 
Pa + I + I e N 8  R SAY1 NO 

The greatest danger here isn't tbe 
lava, though an avalanche of burning rock 

th the snow can still wipe a bcrk clean out of ex- 
w itself. Corrupted by the constant ash, 

urns thmugh clothing and skin like they aren't 
Snowstorms last for hours out here, which is bad 
nyone caught in 'em - the snow causes ld3 

cr turn to anyone caught beneath its 

ides are also fairly common here. In fact, it's al- 
looking to loose them on travelers; a 
ar out for the telltale noises of a slide 
likely be washed away, to wind up 

in some crevasse. 
aid to be the gentlest layer after Khalas. In fact, 
for the occasional cave-in filling the caverns 

caverns underneath the layer might 
an ordinary basher! 

8 )  N D + LAN D 
(Realm) 

is everything. Pain sharpens the senses, and 
e for the worst the world has to offer. A body 
bow down before a greater power suffers what 

I 
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R. Loviatar (FR), the Mistress of Pain, holds the 
Ondtland, and she plies it often. She rcwarda 
service the same way - with a drawing of the 
ss a body's back. It's just that she lets a good 
nd she flays the very life from a bad one. She 
ols, demanding the same sort of icy in 
she expects from herself. A bodv 0- my 

e a r n  of the buildings. 
The realm is ice-locked, so much so that a body's breath 

freezes on his beard. Ondtland is wotemd fmm the occa- 
~~ 

vivcs timt's'not <knight in. DIW ; o h  mpm tbe I 
(though cvm here, it's not totally flat!), and pomn 
goblin or bargest that thinks thcy'd mak good 

sional hot swts bv Lovlatar's will. &id not a swt of If* sur- 

A vadety of c a d o m u s  caribou lives hnc, too. Huge 
packs of them make their way a c m  the realm, traveling 
where they will. Fortunately, they've got low morpk, and so 
a berk can scare them off if he's looklng for meat, but 
they're s a l  ferocious opponents when prrsscd. 

Icy rifts and crevasses are common, and some of rhaa 
drop hundreds of feet into magma pools. It's only w h  a 
body gets within about 20 feet of tbe magma that he stslts 
to fed it. Still, for someone who's dying of expo~urr on the 
ice, camping on the shores of a magma pool sounds down- 
right inviting. 

Crags sn6 gtdm challenge a climkr with their height 
and sheer slopes. An adventurous cutter might well find 
caves bumnved into these walls, though he m@ht not like to 
flnd what made 'em. It's sald that rcmorhnz and yetl lurk in 
the high glacim. The gladcrs mwe an if they have a mlnd 
of their own, and they've been known to glide mlla in a 
single nlght. Worse yet, their crevasses open ahd close like 
great mouths, and many a 
body has never been 
found once 
it's fallen into 
one of thew 
ritk 

PRINCIPAL TOWNS. Several towns lie 
d 

I " - I  
scattered acmss the malm, each bidding to outdo 
the othm in hostllity and strength. Smerken is the largest, 
with a population of about 10,OOO. All of its inhabitants 



ear the fur of the white wolf in belief that it wards off 
11 deeds done to them: it's not very effective. Still, it's 
e most cosmopolitan of the towns in that visitors aren't 

tinely stripped of their valuables and thrown out into 
snow, and there's even a slim chance that a body can 

here with something of value that he didn't bring in 

he second-largest town of the realm is Aasbern, 
ched over by a werewolf who goes by the name of Per 

(P1/6 human [werewolfl/FB/LE). He's a skin- 
wolf who uses the skin of a true wolf for his trans- 

tion, and he guards the skin he uses jealously. He re- 
visitors as fresh meat come willing to the slaughter. If 
rders are full, a traveler can make it through town 

if they're running empty, well, it's best just to say 
ey've brought health to the community. 

SPECIAL ComrnoNs. When it's calm in Ondtland, a body 
s little to fear from the elements, aside from the freezing 

and the acidic snow. But when the wind kicks up, it's 
a knife carving through a soul's clothes. Sometimes it 

ows UD a fine Dowder of the snow. which sears throuah 

unharmed, figuring that the pain caused to travelers after 
they've already been warned is even greater than those who 
stumble into it unknowing. 

SERVICES. The torturers of Ondtland come at a high 
price, but they're valued across the Lower Planes. Some of 
them have even taught at thc p d g i o u s  School of Pain in 
Baator, while others go on to become roving torturers. 
They're recognized by the icy daggers they bear and the 
whips coiled neatly at their belts. Though the fiends don't 
fear these berks, they do respect their talents. In fact, an 
Ondt torturer's often given accommodations and food by 
both sides of the Blood War, in hopes that hex pcrhnn w- 
vices on captured prisoners. 

Ondt wolfskins are easily enchanted to serve as protec- 
tive cloaks and the like. If they're gotten OR the wolf !- 

fuUy enough, their native bcndlt of proteaiorr pWn c b 
transmitted to the new wearer. But a sod had better be Qrb 
ful about whose skin he wears; unforhuutc batr hnrr m- 
casionally turned to ravening beasts when msrta(r these 

skins, and even the usual cures for lycwbpy don't 
seem to have any effect 

&h wiih agonizing pain. Sometimk the wind's 
en stronger, and it can knock down 
er with its gusts and howls. 

The powdery snow causes ld4 
ints of damage when it blows 
ss a body's face. A strong push 
the wind can force the wind 
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a body's lungs and leave him 

L 

a rein- - 
::PAN+:: 

: :SPRIN+ A C R e S S  

PO R+ BN + 
(Town) 

C- Dmption and bmayal EO= 
easily to cvnpc le  

h a ,  and myone 
who docsnt play 

t 
+HE ICE:: 

::A HeWL Q F  WeLVES P I E R C I N G  the @=-be- 

I price to havhg a 

corn a part of 
it. 'Ihm's a 

-iritvldItuslnuy 
nu Inthe form of 

+ H E  NIGH+ AIR:: ho fails a Strength check 
hen the stronger wind blows 
knocked down and suffers 

points of damage from 

: : D E S P A I R I N G  S C R E A m :: - A + Y P I C A h  N I G H +  
111 $ N D + h A N D  

II- 
RULER. No one 

manner of cutters want It, 
but none of them can get enough Eon- 

trol over the city to declare thcmsdm the 

P ~ ~ P A L  N O N P L A ~  

c Redson (Px/d human/ 
&fcm TheGreatJarl A 
F 6/NE) roams the wastes between 

e towns, carried by his sled wolves and 
f llowed by his menagerie of Whips, an elite I 

ting force. He delivers Loviatar's justice to the towns, 
changes the laws as he sees fit. The jaris of the towns 
lly change 'em right back once he's gone, but not one 

ses him to his face. 
The Reindeer Lahoutet (P1/6 humanlR12hnscendent 

part of the reah for a good long time. 
travelers she can, warning them of the 
oing her best to steer newcomers out of 

e. She also slays wolves and sells their pelts in the 
Though she's good aligned, she pas no wish to earn 
will of the people of the towns. She just wants to 

e sure no one falls prey to the evils of the realm - at 
, not unwarned. Loviatar lets her remain in the realm 

i n ~ e  ruler. 

Bumm THRONE. A mysterious flgw sits in a corne 
of thc central hall, a wizened old woman with SnSLn Ipovr- 
ing from her eye SOCW. Laughing Jane (Pl/ 0 tidlinglMI1 
NE) speaks from all three mouths on her head. Her human 
mouth speaks of other worlds and places best s e n  in the 
imagination. The snake from her right eye s p e h  her mind, 
and the one on the left see through the veils of both dewp- 
tion and truth, and speaks of both. Everyone who wants to 
rule comes here to flnd what's on her mind, and everyone's 
convinced she knows the truth of what Pollent is really 
about. 



PESCRIPTION. Portent's a maze of streets, all winding over millennia that Portent's said to have existed here. In fact, 
and hmugh each other like a tracery of veins. Around the travelers find that they can't draw a weapon in anger. If 
oute rim of the unwalled city, the stnets become more reg- they can train themselves to plan out an attack and d- 
ular, L nding about with exact twists and turns. All of the natc another . . . wcll, thm've been plenty of murders. But 
outed ones are of a D& width. while the inner mads an once reason Uoes out the window. the bodv of the attacker 

draw ng them in tighter and 
tight r. , : ', 

the heart of town. In the 
dus hall sits a throne made 
from bone that was never 
a pa of any known m a -  
turc. t thrusts from the 

~GreatHallperchesat j; , 

:, 1gx I floor f Un a brazen disDlav , { ,. ': , , . _  

hun 

ofvt+yingsizes. , 

ong the main arteries of tramc, the buildings spring 
and strong, as if they w m  feeding from the flow of 

and power along these mads. The rich who at- 
wealth by treading on the backs of 

see, the town 

'em into the dirt live at the 

harm. If a b a t  

as if h e  lack of tra€Rc k u s  

space of time it takes for jink to pass hands, alliances are 
scve d and established, and new factions let loose on the 
drca ing town. Warrion and mages all have something to 
sell re, and money's their only loyalty, 

i. Portent has never needed a militia. For some 
reasob, fights here a n  always of the verbal kind; not a sin- 

4 

hh anger. At 
that point, he 
bcglns the at- 
tack as nor- 
mal, rouw 

damage on hh 
tm. w 

damage he dots, 
though, he don to 
himself. once WS 

gone through all his 
hit points, he dies. If 

he can makc a Wisdom 
check at -4, he realizes what he's doing to hlmsclf. Other- 
wise, he goes down fighting a battle in his head. 

Swn-m. Portent's always been full of sages, wandering 
about in search of whatever secret's buried h m .  They'd 
badger Laughing Jane m e K l l d v  if it weren't for the fact 

I 



with a chiv sticking out of their back Still. the sages 
and a body who doesn’t mind interrupting them 

‘em for minutes on end, and usullly for fm. 
Guides to the lower tunnels of Mungoth can also be 

higher price. They’re all sullm and 
most of ‘em return without their 

es, but a few have p m n  trustworthy. me more jeal- 
that thii Is only because they’re 

I 

KRANOAI)IH, 

m y  volcanic activity in the Dead Purnace died out loa& 
long E@O, thougb the black stone attests to its all-pcnnsfvc 
Influence. The entire layer swims in a void of OblMoUs si- 
lence. The only nohe is the sound of feet scrabbling over the 
darkmed, icy stone, and the only smell nattw to the I.yrr is 
the fatnt m k  of brimstone In the ice. The cold causes fd6 

eN YfeUR W A I  
e G E H E N N A ?  

; U I D E .  

L 

points of damage pn round. 
The wind rarely blows in Kran- 

gath; the death of the layer pmhWt8 
w e n  that much of a sign of life. The 

only time a wind blowsis when a portal opm r out and takes some of the layer’s strk air. ‘Ibis 
usually causes a w- of wind thm@out tBc 

rest of the land, stirring the stale stench of the ice and 
bringing a glimmer of hope to those who’re 1eR behind. 
When the wind dies down again, so docs the small flame 
of how - and the hostilities and the an- be& mew. - 

W S  W H E R E  +e +AKE Y e U .  N o k g  dw& 
N Q +  +e + A K E  YCBU, onthtsldsn- 

f S +  WAYS +e G E +  + H E R E .  
De YfeU SAY? 

I N + E R E S + E D ?  
cavemibelow, waglng kerce bat& and 

doing their best to survive at the upcase of their 
feilows. 

CI 

RRtM T. & L uuhinu Jane recently annwllrcd th.r wc town’s PEN- 

ell, the inner wortfngs, any way^ of one of 
t yugoloths, bound by the sigh of thc outer Wets to 
captive. She also said she WM the one who bound the 

paid for it with the prke of her eyes and 
one knows if she was Wing the truth or not, 
decided to start digging up the outer sbrets in 

g the beast. And, of c o w ,  many didn’t 
pen. Bloody street baffles have erupted 
ctions rlse and fall trying to defend one 

oloths have been sun entering the Great Hall at the 
d seating themselves on the throne. 
anythIng to anyone coming or going, 

leave with satisfied expressions on their 
Human bloods who have sat on the throne 
or learned anything, but that might just be 

they weren’t open to whatever lessons they should 

THg N I G H *  B8L.W 
(Realm) 

CWRACTBR. Cold schemtng and hatred of Hfe form the two 
basic pmcpts of atstcnce. Nothing’s important, save them. 
A body should nil agaInat the creation that brought Mm 
here, and there’s no better way to do that than by steluag 
wesything mation holds dear. 

POWW. Thc ruler of the Night Below is none other t&an 
ShargP~ the Nlght Lord (W orrtah god of s td th ,  thkv- 
ery, and cold. He’s plao got undcath as part of his por&Ho, 
and he dcligbts In using that power. He hates life and the 
forces whkh bm@t him into existence, and he spends 
mu& of his tbne kmoanimg the very fa@& Lxtres. He u m  
ally rppem as an Cbony-sMnncd o x  dressed all in black, 
with dark eyes that nonetheless seem to glow with an un- 
holy light in the darkness. 

&MN. Ermneous reports place this realm on dther 
the second or the thW laym. T ~ t h  k this is disInfomation 
spread by the minions of the god, who’n hoplng to get 
berts lost in the flery plains of Chamada or flayed alive in 
the acid snows of Mungoth. 

The Night Below comprises a acricS of caverns extend- 
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K r a n g l  could hold - yet there are caves under the surface 
of the ayer that are not a part of his realm1 Some say that 

s' realm reaches into every cavern in every world, at 
spots that adventurers associate only with tempera- 
thought that Shagaas can see each of these spots, 

and d ermines whether or not to take a berk whenever he 
passeslat spot. 

It' impossible to tell where any of the caves lead. They 
out, some even 

over each other l i e  giant worms in love. The occa- 
but a body really 

that the main orcish populations 
passageways open up into huge caverns every once 

portant, and the slightest sound echoes throughout the tun- 
nels. Those blessed by Shargaas can Move Silently through 
the tunnels with a 65% or greater chance, with not even a 
shuffling betraying their stealthy movements. They can also 
mask their scents with an qual chance of success. 

Those not blesed by the power suf€er a penalty to their 
Move Silently skills - a penalty that removes roughly half 
of their ability. Those who have no ability Rnd their armor 
jingling, their swords clanking, their packs creaking. In 
short, they flnd that they can hear their own noise with 
much greater acuity, and they must save vemua paralyzation 
to keep from moving at half-speed to prevent the noise from 
traveling far. 

. ". RmcoRu 
C ~ R S .  Dralik Z a l k ~ ~  
[Pn T nalf-orcp6;T7~) 

+HE F I R E S  W I B L E  . . . came here to study at the 
home of the best orcish assassins 
in the known universe, and she's 

getting prttty good at her lessons. 
However, she knows just how hard it 
is to get around if a body doesn't be- 

1- lone here, and shell nuhk a mwo of travel- 

{ E  FeUR-FCBLD FURNACES. 
,t 

- +HS Pea* IeLauP 

is more than just 
ism. It's the truth. The darkness is utter, and 

a, no matter how 
nfravision doesn't work. In 

his servants can see in the 
l i t  brought into the realm immediately attracts 

that there's bound to be 
nearby shadows, ready 

aim - preferably from behind. 
abound of other creatum creeping around in 
of the realm, but those that'vc seen these don't 

hile those who haven't keep rattling their bone- 
thing's for sure: The orcs know about 'em, and 
iml 'em, so there's no point in wonying about 

going to attack, they're going to ana& and the 
basha can do is defend himself. 

. As in Pandemonium, the main towns of 
e larger caverns. Still, the largest holds 

m's so blg that there's 
for them all to be living close together. The 

dong hm'il be dead 
chcs Shargaas' Audience in the center of town. 

r em a t  to Swga& dtad;l if'that's what 
IT they want. Of coause. she demands a p h  The rlght to 

hunt one of 'em for an hour tbrorcgh the c a m s .  If the 
berk escapes death for the hour. Dnlk hold, true to her 
word. Otherwise, she feels free to betray the rest of the 
party. 

SERVICES. Visitor8 looking to hire sssus)lw or thieves 
And the only welcome in thls rcplm. The om pride tbcm- 
selves - and rfghtly so - on being someofthebest of either 
for plans around. Though they aren't always the strongest 
fighters, they certainly know thcir way around the tools of 
the trade. Poison, accidents. and all thing8 murdemua hold 
no secrets from the Night ora 'Counz the pdce is rWm- 
lous. But on the other hand. if a body's looking for quality 
work, only a few places come more highly mmmcnded. 

A body'd have a hard time flndlng anything he might 
want or need that he couldn't get someplace else - except, 
perhaps, for infomation on portals to the rumored layers 
below Krangath All those who've 
gone, though, have neva 
rrturned.Thostwhokem . 
track of such thhga 
another layer must 
exist, but chances 
are that everyone 
who's seeking !t has 
endedup as put of 
Shargau' undcsd 
a m y ,  ime&d of 
getting where they 
want to go. 
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"I suppose I could tell 
you about the Waste, 

but what'd be the point7 
It's not going to change with the knowledge, and 

"What7 You just wanted to come here and set 
the placeforyoursep Well, all rlght . . . 

"I was Iilu you once. Bright-eyed, @I1 
of dreams, and ready to take on the multi- 
verse. All that changed when I'd seen the 

truth behind this place. 
'See, the Waste takes your dreams and perverts them. 

It  gmnts your deepest wishes, and then takes 'em away. For thefrrstfcw days 
that you're here, you have incredibly vivid dreams, and your imaginafla 
runs rampant. It  goes faster and faster, until you realize that you're run- 

ning out of ideas, until you realize that this place has sucked wny- 
thingfrom you. There's precious little that'll keep youfrom end- 

s-.' ing it all then; unless you can hold on to a snapfmrn your 
past and nurture it &I1 it becomes a hopefor the@- 
hrre, you just fade away into nothingness. 

it's sure not going tofeel anything you do to it. 

for all the good it's going to do you. 

@ 

,..- 
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“hhhh, what’s the point? You’re going to go ahead 

Teah,  some places here 
tnighq i n t m t  you. But unless you’w got 

equivalent of the shmgth of a titan, 
interested in ‘em by the time you get there. 

I’ve tried. There’s just  no use in trying to stop 
and db it anyway, no matter what I tell you. Powers 

in doing anything. Anything at all.” 
i - Dalton the Gray, terminal visitor to the Waste 

Waste lies at the nadir of the Lower Planes, where all the evil in the planes con- 
one gigantic, colorless clash. It gives rise to the purest most undiluted corruption of 

or so it’s said. Its inhabitants practice evil for evil’s sake, without any of the conside 

“pure” evil? Well, it ain’t what a body might think. It’s not the consuming rage of the 
chaos that taint the rest of the cosmos. 

Abysslor the devious plotting of Baator. It’s apathy, hopelessness, and despair. It causes the death of 
all a 9dy’s dreams and desires, leaving the withered husk of what used to be a flery 
spirit. pnder this influence, a berk gives up on things that used to matter, and 
gives b to total lack of feeling. S E f  HIS 

H , U N D R E D S  ~ B F  m i L E  
w DES.ERUC.El€BN,  

m l L L I € B N S  (BF B e D I E S  
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P H Y S I C A L  CB)NDI+IB)NS 4 
Waste encompasses three layers: Oinos, Niflheim, a 
might more properly refer to the layers as glooms, because 

nothing if not gloomy. See, the Gray Waste is more 
name: it’s a way of life, and the only desc 

. . . I LeVE I 

defines it. 

I 

?I  
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The gloom touches all - including the 
spirits of everyone who comes here. Every- 

a shade of gray, ranging from 

at a body's possessions turn 
as soon as he sets foot in the 

at's nonsense1 The 
takes about a week, 4 

4 right colors brought 

ek's up, though, even 
nt of colors is gone, 

y by the wasting tan of the 
Then even muted colors stand 

odt, for as long as they last. 

4 

'Course, in a place where even dark black is an excep- 
tibn, somebody wearing colors is bound to give another 
bgrk a splitting headache. It's like looking into a bright sun 
for the locals, and if one thing rouses them from their stu- 
par, it's the pain of colors. The newer residents, still capable 
OP caring, converge on the offender and beat him senseless 
whle they tear the colors from his body and bury 'em. They 
dQ their best not to make a body bleed; even the dull red (or 
grken, or blue) of blood hurts their eyes, and they don't want 
thp. 

No sun, moon, or stars brighten the glooms. The sky 
swtches out in a featureless gray expanse, and it's mighty 
difficult to tell where the horizon ends and the sky begins. 
Ode's just a little darker than the other. The lack of sun 
mCans no day or night, only the neverending cycle of slight 
b v t e n i n g  and slight darkening. The cycle has no apparent 
pftem: It can brighten for hours on end, or it might take 
m p l y  a few minutes before the dark encroaches again. And 
it'$ not l i e  a body would want to measure time anyway. The 
plCne suffers in a state of eternal waiting, both past and fu- 
tu , with all the boredom and ennui that such a situation 
en ails. 

It's like a land of eternal twilight, but without the sense 
of closure dusk brings. It's like dawn, but without the 
pr mise of a new day. The plane represents a constant state 
of indeterminacy, and it absolutely drives a body to the 
b of despair and beyond. 

Fact is, the Gray Waste actually steals dreams and 
ho es from a cutter, draining him of all that he ever wished 
to be. Some say that the Waste converts the dreams into 
PO er for itself - who knows? For every week a body 
sp nds here, he must make a successful save venus spell or 
be n to lose his sense of self. This comes in the form of in- 
c 1 dibly vivfd dreams, so vivid that a body can smell and 
h e p  what's in 'em. These dreams dredge up a body's past, 

sacking his memories and his d e s k ,  and spilling them 

I 
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the ground of the Gray Waste. The poor basher being 
finds the process eqloyabie, at ht, until the dreams 

in intensity. As they do, his imagination and will- 
as well, and he flnds himself wondering 

in the first place. 

For some, the loss of 
hope and feeling Is wel- 
come solace. Most don't * realize that only the bet- 

ter dreams sltp away, 
the dreams that make 

And when a 
body's finally succumbed and lost his 

dreams completely, he no longer desires 
to leave the Waste. Within ld6 months, he 

loses sight of his own identity and vanishes into 
the uncharted regions of the plane to shed his mortal 

guise. The last anyone sees of him is a body trundling off 
into the distance - though bashers tell tales of larvae with 
faces that seem strangely familiar. 

It's for this reason that certain groups of good folks 
make it their job to track down sods afflicted with the soul- 
wasting sickness of the Waste. These do-gooders want to 
save as many from the horrible fate of larvaedom as pos- 
sible, and to keep the cursed flends from gaining new re- 
cruits. Though night hags hunt such parties viciously, these 
humanitarian bashers persist in their mission of mercy, 

Denizens of the Lower Planes seem to be immune to 
this draining. Either these creatures completely lack dreams 
and hopes, or they've got extraordinary mental fortitude. 
Whatever the case, a fiend has never been known to revert 
to larva status. 

Whispered rumors speak of beings so incredibly power- 
ful that the battles they wage use the very powers them- 
selves as pawns. Occasionally these forces stoop to using 
even lesser beings, such as humans, but they remain hidden 
to human knowledge. The rumormongers say that these are 
the forces behind the planes, the very personifications of 
good and evil. 

Of course, as far as anyone knows this is just rumor and 
idle speculation brought on by too much bub, not enough 
sleep, and outside influences. Matter of fact, it sounds a lot 
l i e  something a shator gehrdeth might make up. Still, the 
speculation brings a large number of visitors seeking to dis- 
cover the truth. 

3-W life worth living. 

QE++INQ A4ReUNB 

As mentioned before, a body can get in and out of the a n y  
Waste by plenty of roads. It's just a matter of mustering the 
will to do so. Most folks simply can't leave once they've 
been here too long. 

Three of the Outer Planes' four Great Paths form an es- 
sential part of the landscape of the Gray Waste (Mount 
Olympus, the Styx and the World Ash; see further details 
below). Only the River Occanus doesn't lead h a ,  and that's 
because its waters are too pure to be polluted by the evil of 
the Waste. Besides, one path already touches each layer. An- 
other'djust confuse the issue. 

Guards watch each of the maim paths: the wweF nnA 



overseeing the Blood War like to know who's 
going out. Only the yugoloths do anything to 

a berk, since the other guards redly just don't care 

enty of standard portals and gates appear here too. 
of Oinos, they lead to Gehenna, Carceri, 
the Astral. All portals out of the place 

colns, endlessly turning in the air. 
qualities of the Gray 

from the plane 

through the winding passages inside its vastness. Of C O U ~ ,  

that's the longer way, and mighty uncertain for a berk who 
doesn't know where he's going. The mountain holds a lot of 
dead ends, and thus a lot of bone  from the sods who just 
didn't know enough to find thcir way out. 

Hades has put large gates around his realm so he 
doesn't get the curious and the gawkers wandering through 
his home without a good purpose. Though his wit3 might 
get lonely, Hades suffers from no such affliction. 

I H B  R I V s R  S+YX 

The Gray Waste has the dubious honor of being at the mid- 
point of the Styx. The river usually movcs slowly thmgh the 
Waste, though in a few places it gives way to suddcn mirls 
and eddies, spinning the foolish and unwary down into wa- 
tery and forgotten deaths. The Styx flows only on Oinos. 

The water's no more powerful here than anywhere else. 
Dark as pitch and nearly as viscous In some placu, the Styx 
brings oblivion to the memories of any be& stupid enough 
to touch It. 

The foul river fairly teems with transports cqming and 
going. It's the easiest place to get on or off the red cumnt, 
and marraenoloths constantly ferry passengers here. Hy- 
droloths swim the polluted river, following thc barges of the 
marraenoloths. This is also the most common decamping 
point for the armies of the tanar'ri and baatezu; thcir blood 
only helps to pollute the waters wen further. 

YQQDRASI L, 
+HB WeRLD ASH 

The World Ash has its roots in the heart of the 
second layer of Nlflheim, growing from a low hill 

M i n  haillng distance of Hcl's realm. The Dragon NidhW 
lairs here with her spawn of young dragons. She deve$m 
henelf to chewing down the Tree of Wisdom, her mighty 
teeth tearing a hole through the v q  base of the tree. 
Though she's wingless, she's still a fonnMabk oppomt, as 
the bones littered about the base of the tree suggest. She 
won't take the time to attack someone coming down the 
base of the tree, but she w f f l  defend hersdf and her numbn- 
less brood from anyone who dam to assault them. A wise 

IIIB1UN+ 8LYllIPUS 
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I H 6  BLeaD W A R  
T)le flrst layer, Oinos, serves as the primaly battleground of 
t e Blood War; it's scarred and pitted from the titanic foxes 
t ! at've been unleashed upon it for eons. Though the war 
qges throughout the Lower Planes, it's here that the conflict 

aches its hideous peak. The armies clash without cease on 4 e inflnite battlefields, and anyone not flghting on one slde 
or the other is pulled into the fray unless they've got the 
ptwer to pwent  it. Not too many sods do. 

Because of the dlfRcultly in teleporting accurately into 
and around the Waste, the baatezu and tanar'ri forces are 
c mpelled to travel to the Waste via the Styx (through 
G henna and Carceri) and via set portals on their home 
p F anes, most of which are only wide enough to send a few 
flknds through at a time. 

I 

& lTIAQICAL C e N D I + I e N S  
! 

The Gray Waste, like all planes except the Prime, has Its 
,dare of magical strangeness. A spellslinger should know 
q a t  his spells always have the most evil effect possible. If he 
d esn't pay attention to what he's doing, he's got a good 
ciance of injuring his comrades or drawing hostile attentidn 
td himself. Just a word to the wise. 

In addition, all color-based spells (color spray, prfs- 
*tic sphere) are utterly ineffective here. 

1 

cONJURATlON/sUMMONING. SUmmOning Spells On the 
Waste usually call one of the skirmishing waniors in Oinos. 
T$ey're typically more than a little irritated at belng dragged 
a3ray from the war, and act only according to the letter of 
tl+ binding placed on them. Furthermore, they keep note of 
tHe summoner so they can take care of that piece of buslness 
wben they get done with the current battle. 

A summoning spell can bring anything to the caster, re- 
gqrdless of power level. A simple monster summoning I can 
nqt a pit Rend. Fortunately, the laws of the spell still apply, 
so the caster doesn't have to worry too much about it tum- 
iIpr on him - at least, not at that moment. 

I 

charm spell doesn't ordinarily allow a saving throw, they 
can still attempt the save (without the bonus, of course). 

When a charm spell is successful, it snaps a body out of 
the Waste's influence, at least for the duration of the spell. 
(Note this doesn't work on someone who's been under the 
Waste's influence for more than two weeks.) The magic 
gives the charmed berk something to hope for again. When 
the spell wears off, the berk's mighty angry at the manipu- 
lation, and that shields him from the Waste's control for 
about another week. But once his anger fades, he sinks even 
further into despondency, and he automatically fails his 
next save against the Waste's spiritual numbing. From there, 
it's just a matter of time. 

As if to make up for the near impotence of the charm 
half of the school, enchantments work better here. Spells on 
objects are enhanced by about 25%, with longer durations 
and greater area of effect - but only if the enchantment 
could conceivably be used for an evil purpose. If the en- 
chantment can only be used for good, it fails outright. 

NECRWCY. Naturally, the plane most associated with 
evil would have a nasty effect on this school. Necromantic 
spells on the Waste never raise mindless undead. Even a 
low-level mage can raise a small army of ghouls. Of come, 
that's all he can raise till he attains quite a bit more power, 
but it's more than a neophyte spellslinger can usually create. 
All undead here are free-willed and evil aligned. 

Any necromantic spell used for good purposes fails au- 
tomatically. Unless it's cast by a power or a proxy, or unless 
a realm has some special feature, positive necromancy never 
works. 

ELRMENIAL. The elemental schools remain basically un- 
changed, but summoned pseudoelementals are always evil. 
Summoned elementals are free from the moment they're 
conjured. They might choose to attack the sum- 
moner, or serve him, or just wander off aim- 
lessly. It all depends. 

L 1 
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DIVINATION. These spells reveal little on the 

te. Messages are tinged with despair and angst, 
a sad end to whatever question is posed or w 

is sought. The dlvined message may be false, 

S P B L L  K.BYS between truth and lie. 
to the caster's psyche, 

it twists the spell to suit the caster. A mage can ;a& the The spell keys of the Gray Waste demand different forms for 
each layer, so there're at least three per school. They all re- 
late, at least in some small sense, to their school. For exam- 
pie, the key for charm person in Oinos is a small mirror 
which the caster must use to reflect the light from his eyes. 
The other keys have comparable affinities; the necromantic 
key for Pluton is said to be a stone plucked from the mouth 
of a petitioner. 

spell twice in a row and get two entirely different re- 
sdts. It's best not to rely on divination here. 

ENCHANTMENTICHARM. The plane iS precious light on 
cdrm, and that's reflected in the spells cast here. The people 
ju$t don't have any dreams to anchor them to life. As a re- 
sdt, they gain a +3 bonus to saves versus charm spells. If a 

0 
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t llve on the Gray Waste are unlikely to pass 

keys, except to very favored servants or the wr- 
ied gods in the pantheon. They don't see a reason 

d in gloom and despair anyway. What's the 
g an extra edge, when the death of hopes and 

ers here cooperate with the 
respective pantheons, they often grant keys to 
' followers. Most of these kcys are specific to a 

re of spells, and usually the one sphere of the 
wer's specialty. (A cleric of the G m k  pantheon, for 
might find a key to restore his Healing sphere to 
in Pluton, simply became Hades remains on good 

e Greek powers on Arborea.) 
usually take the shape of the granting power's 

indicate what sphere it in- 

creatures that haunt the glooms of the Gray 
as bad. on first Qance. as those of the 

beasts - but then a traveler finds an occasional group wbich 
does care for each other, and that throws off the whole 
equadon. 

The best advice for dealing with the folks In the 
glooms? Avoid judging them as a group They're individu- 
als, and they'll indMdually surprise a body. somaimes It's 
for the better, but far more o h  it's not. 

Most of the human powers of the Gray Waste seem to be 
powers of death or disease. It's said that many of thna were 
once gods of law or justice, set to watch over the dead. 
They've been here so long that even they've been a f k t t d  
by the drew conditions of the land, slowly becoming what 
they were supposed to safeguard. Now, few of them ever fee1 
the need to leave. Though they have the power to do so, 
they simply don't. 

Various nonhuman powem, none of whom am Mendly 
to humans or humanlike folks, lair here as welL Of t h e ,  
scaly sea-confined P a d e l  is among the mightiest, though 
Rotting Yurtrus of the orcs could give him a run for his 
money if the two ever bothered to fight It out. 

One of the more hateful p o w c ~  here is Ce#lunc, 
mother of the night hags, desplsed even by her own ww- 

shipcrs. Unfortunately, she's powerful emugh to 
other Lhwer Planes.' They do& constantly enforce their worship, and so she reta& her 

of Kurrulrmrt Ab- 
bathor the &udy, a 

d w m n  power, ruks 
from his cavern In the 

Glitterhell, one of the few 
p iam on the G ~ Y  waste 

The human panthcon 
of Torll has more than a 
few repmcntstiws h m .  

Kelemvor took over many of 
cyric's duties in the Crystal Spire 
(formerly the Bone Castle), which 

shines on the layer of Oinm Like maw 04 

I 

, and precious few on all 
that. These things must 
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that retains color. 

all these beings remember the watchword of the 
Thrn's no cause and @ct; things happen be- 
ust. The natives subscribe to thls belief, and all 
to influence what must happen - in a fashion 
them, and them alone, of course1 

ge setup. Plenty of creatures l i e  here, and 
sort of hierarchy. Yet it sctms none care one jot 
nother, each using the others only to ga  ahead. 

ink evil's got to be lonely. Of course, these 
o think of caring as something for lesser 

-- the powers befo& him, Kdemvor a& on 
the Waste as a power of law and justice. It's only a 

matter of time before that changes. Cyric himxlf wanders 
the planes, and though he's built a new castle on Pandcmo- 
nium, he can be found on the Waste every once in a whik 
plotting to take back his old realm. 

Shar and Mask also keep their realms here. Shar's 
Palace of LOSJ crouches brooding in Niflheim, its window- 
less towers overlooking the bleak landscape. Mask, a roving 
power, nevertheless maintains the Shadow Keep in Niflheim. 



early unapproachable, the Keep is constantly masked in a r og that turns all but the most determined bashers aside, 
kaving them confused and standlng at the point where they 
erst sighted the ream. 

The East Indian power Ratri, the Queen of Darkness, 
sually keeps her unlit realm in Niflheim. She's one of the 7 ew powers on the Waste not given to 4, and her realm 

way be a safe haven for travelers - if they can Rnd it. As 
Cer chaotic nature demands, she moves her realm as she 
pleases, occasionally even stealing a bit of ground away 
b m  the other powers of the waste. 
I The Greek witch-queen Hecate holds the realm of 
Qaea in Pluton. As goddess of the moon and magic, she's 
lautiously worshiped by mages hoping to gain insight. More 

en than not, she answers their prayers with an intuition 
at's as much a curse as a blessing. 

Morgion of Krynn maintains the Fortress of Disease, 
hlch rises from the rolling hills of Oinos far from the main 
attlegrounds of the Blood War. Not many berks Uke to visit 

, because the plagues around the realm are more viru- 
than just about anywhere else on the planes. Even 

' But despite these lofty names, the best-known powers 
df the Waste are the powers of Death. The Norse He1 rules 
the realb of Niflheim, and her judgments hold sway over 

uch of the rest of the layer of the same name. Hades of the 
reeks occupies a similar position in Pluton; indeed, most 
rimes simply call the layer 'Hades." And while Arawn of 

nwn doesn't have a layer named after him, he's one of 
e more influential powers of the Waste. An awful lot of 

eath surrounds these three powers, and a body would do 
ell not to irritate any of them. They're not jealous of their 
ortfolios, and they work together to punish those who scoff 

the death gods. 
Recently, a powerful ultroloth's been offering his ser- 

ices to the powers. Ousted from his position as the 
inoloth, the master of the Wasting Tower, the ultroloth An- 

t raxus (P1/6 ultroloth/zO HD (233 hpJ/NE) wanders 
rough the Gray Waste, hoping to secure a position as a 

*xy. None of the powers trust him, though, and ave 
ed him away. Fortunately for him, Anthraxus 1 cti- 

y a power unto himself. 

might hesitate to pay Morgion a visit. 

~ 

i 
E 

I 

I THB PR(B%IBS 

rhaps the best-known proxies of the entire plane are the 
F ries, the Three-in-One incarnation of vengeance. Some 
s y they're gods in their own right, and that's not too far E . Despite this, the Furies generally serve the entire Gmk 

ntheon, and not just their own agenda - but their services 
c me with a price, and it's one most of the Greek powers 
s em unwilling to pay. 

Arawn's favorite proxy is a splendid fellow named 
11 P x / d  human/FlS/NG), one of the few mortals who 

Arawn's undying gratitude, so to speak. He's a 
king, but he switches places with Arawn W ~ N  

' 7 

tenth year, each ruling in the other's stead for that year. 
Pwyll's charming, Mendly, and absolutely honorable. He's 
one of the few proxies in the known multivmc not of the 
same alignment as the power he serves - but while he rules 
Annwa he pursues Arawn's agenda with the same fcrvor 
Arawn would, and the two trust each other like b r o h .  

A basher by the name of Eldkka the Bloody (Pxl9 
humanlT13INE) serves Hel's interests outside of the power's 
realm. A flrm believer in the power of death, EiriLlm's sent 
many a sod to her mistrcsJ. The short-tempered proxy has 
gained quite a reputation among the denizens of Niflheim. 
Most of them capitulate to her quickly, rather than face the 
fate legends have ascribed to Eirikka's targets. Her most 
prominent features are her hands, which drlp with the blood 
of all her victims when she's angry - and it's not uncom- 
mon to see her clench her fbts so tight that an arterial sprsy 
seems to burst from them. 

THB PB+I+I .NBRS 

One might think that the petitioners of the Gray Waste en& 3 " 

body the most evil of the whole lot, that not a more 
wretched throng exists on the face of the multivem. After 
all, the Waste's said to be the worst of the Lower Planes, so 
why should the petitioners be any diffmnt? 

Well, it ain't so. The petitioners here are a lifeless 
bunch, touched to their very spirits by the shm apathy and 
sadness of the plane. They show no emotion on their f p m  
and thcy're practically impossible to read. They could be ex- 
cellent l ian or politicians, since there's no telling what 
they're actudty thinking. 

Most of 'em are grayish ghosts, spirits so depleted by 
the Waste that they lack solidity. The ones who'vc been here 
for a while speak rarely, if ever. Instead they crowd the 
never-dead like moths around a candle, seeking the wplmth 
of emotion and hope that clustm in the breast of every liv- 
ing person, no matter how hopelm that penon may feel. 

Of course, the petitioners may appear diffwently in the 
realms of their powers. None of the pet i t torn of Yurhua 
have mouths, thus speaking as infrequently as thdr inaaier, 
Those of Hades materialize as gaunt gray shades, pmsing 
forth in an endless wave. They're like a formless gray sea, 
but each has his own features drawn into an expmsion of 
yearning and jealousy for the living. 

If the Lower Planes were a place for punishment 
(which, it should be noted, they aren't), the Oray Waste 
would have to be the worst for its victims. It moves their 
hopes and fears, leaving them to wait eternally for soan- 
thing they can never have. At least the other planes pro& 
something to strive for, something that the paitionen can 
hope to achieve through thcir travails. On the Gray Waste, 
they can hope for nothing except the possibility of being 
turned into larvae. That's not much of a hope; larvae are pa- 
thetic and absolutely expendable. Only one in millions 
evolves beyond this mindless creeping form. 

It's no wonder the oetitioners are aloomv. 



yrs. rne nordlings roam 
gard for boundark  and, 

. .  

id a c h  nursed it 



’ Of course, that would mean millions of berks had the 
stbngth to resist the Waste‘s influence. And that means lit- 
erllly uncounted billions of petitioners on the Gray Waste. 
It’$ Mghtening to realize just how many souls have devoted 
their lives to the pursuit of evil. 

The night hags complete the triad. They harvest the lar- 
vay and contribute to the larval numbers with their own 
special powers. With their nightmares and familiars, the 
ni ht hags ride herd over the larvae, gathering them up to 
se to whoever’s offering the highest bid at the lime. 

It’s thought that the night hags are one of the more 
hi hly evolved forms of the larvae, which might explain 
thfir strange power to turn their enemies into larvae. 
‘Cdurse, that’s just another theory; if it were true, it’d give 

e ultimate form of the hordlings - evolved 
finally learned how to make their anger 
ct, the night hags might just be the m- 

nt of hags from the Prim: hag petitioners, as it were. 
knows exactly how these three dis- 

er, but they inextricably do. They’re 
Waste, with the night hags on top 

i! 

F being associated with Baator, a 
they shun the Gray Waste as a . Still, it has points that appeal 
of quite a few of the factions. 

Its and sects have sprung up on the Waste, 
have really gained a foothold - most of the 

about their group (or 

one might guess, the Waste appeals most to mem- 
ally, only the total c x t r c ~  

pt the attitude. The plane’s 

to stick together for long. 

e Dustmen like this 
gods drive a body toward 

day on the Waste when 
ng the realms of Hades, 

or Arawn. hoping to learn something new in 
quest for the understanding and acceptance 

a fool would think the only inhabitants of the Waste 
the beinus mentioned above. The lrlane harbon manv 

pleniy of them do’care about things I 
how to kill an inquisitive sod so 

his enirit nwer forget. it 
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Of course, all the Bends taking part in the Blood War 
roam through the topmost layer of the Waste in great num- 
bers, their massive armies despoiling everything in their 
path. It’s a good thing the color bleaches out of everythin& 
because otherwise Oinos would be overrun with the colors 
of blood from species throughout the multivene. Baatezu, 
tanar’ri, yugoloths - you name it. the Gray Waste has it. 

Baku Dark Ones frequent the plane, offering their ad- 
vice and power to whichever side suits them. Sometimes 
they’re just here for the carnage and bloodshed; other times, 
they’ve decided to set up lairs for a lime. Baernaloths lurk in 
the comers of the Waste, inflicting pain on those who en- 
counter them and occasionally imparting advice or secrets 
to yugo10th supplicants. 

Gmves of viper trces duster 
in spots only in Oinos, as the 
p o r n  of the other layers destroy 
any that infest Niflheim or Pluton. 
Terlen, ahrian. and denizens also 
dwell on the laym, doing what they do 
best. It’s not a pleasant sight. 

Rounding out the grim list of inhabitants are the 
m a t u m  that occasionally m the night hags: nightmares 
and diakka. Herds of nightmares gallop acmss the wastes, 
leaving trampled dreams and bloody hoofprints behind 
them. Flocks of diakka dance and weave their confusing 
song for anyone stupid enough to listen. 

Current chant reports a group of brits (about 100 of 
them) who come here to take bets on the Blood War andjust 
about anything else they can think of. These consummate 
gamblm call themselves the D a d  Poolen. They obscrvc the 
War, and thousands of gold pims change hands during the 
course of a single battle. If they cen’t find a battle, or thcy‘re 
bored with the tanar’ri and baatnu, they captm a trawler 
and a native creature. put ‘em in a pit and see how long it 
takes the traveler to die. They also mate side bets on how 
painful his death’s going to be. The Dead Poolers relish the 
pain of othm, but they’re smart enough to rralize that they 
can’t afford constant exposure to the plane. They come in 
for a daylong trip and then jaunt back out. But to where, no 
one knows. 

f 
L 

-4 

1L 

+ THB THRBB Q L 8 8 m S  + 
The Waste Is said to be the most evil of the Lower Planes. It’s 
certainly much more insidious than the others, because it 
saps the will from a body before he really even notices 
what’s happentug. 

The three layers of the Gray Waste echo the Rule of 
‘Ihms perfectly. The first one, Oinos, holds a land of disease 
and stunted trees. Niflhehn, the second layer, is all mist and 
pines, free of the wasting sickness of the first layer. The 
third, Pluton, comprises rocks and poplars, bluffs and 
oceans. All three layers are equally dangerous - they just 
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As th main battleground of the Blood War, Oinos never 
sees ace across the layer. Ever. It's the battlefield for the 
bigge armies the cosmos has ever seen, and the ground's 
sca from the eons of constant conflict. The sounds of 
claws clashing, weapons rending, and the screams of the 

to make a berk crave the stolid despair of one of the 

e first layer's mostly fiat plaln, though some jagged 

calm, /the moans of the wounded fill the air. It's almost 

petiti crs, 'cause at least they don't care anymore. 

hills eak up the monotony. Stunted trees and plants dot 
the la dscape, but all soon die beneath the feet of stamping 

rdes or from the taint of the poisoned air. 
In fact, all life suffers on Oinos, for 
it's a place of disease. Anyone who 
walks its surface has a 1096 chance 
per day of suffering from the mal- LA r- ady called the "wasting sickness." 

pis sickness drains one point from Strength, Consti- 
tution Dexterity, and Charisma per day, until all four of 
these atistics reach 0 (at which point the unlucky sod dies), 
or unt someone casts a eun disease spell on him. This dis- 
:ax unique In that it doesn't kill a body until he's totally 
deblli ted, and that it also affects so many of his abilities. 

It / thought the disease stems from the constant decay 
of the plood War. So much death occurs here that it would 
have b ' p  impossible for there not to have been some sort of 
major lague. Since just about all the bodies are left to rot 
where hey fall, a remarkable stench of death permeates the 
layer. iendish bodies are extremely hard to break down, 
ind so the forces of decay have to work extra hard to turn 
em in t o the ash that eventually becomes the dusty gray 

dying 4 lecho across the layer. Even in a time of comparative 

eno3 
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the layer. The combination of this decay and the 
plane creates the wasting sickness. 

( Greed is good. It keeps a body alive. Greed's just 
the ex emity of hope - the hope that a body gets every- 
thing e wants. Nothing is more important the acquisition 
of gold and no one is Important enough to get in the way of 
treasu . Greed's the greatest motivator in the universe, and 
everyh dy wants it all. 

r of the dwarves (MM), the god of all 
erly in the dwarven character, d e s  the 

rds any physical trea- 

8 
glint of light off of gold and jewels. 

DESCRIPTION. The Glitterhell's tucked away in a cavern 
complex deep in Oinos. It's hidden from the prying eyes of 
man and dwarf alike, and no fiends dare the god's wrath by 
crossing the threshold of the realm. Lots of other caves open 
out near this complex, and each of them appears to be the 
entrance to the realm - but these fakes all lead to trapped 
caverns. which collapse on an intruder, or dump him into a 
pit of vipers, or dissolve into a bath of acid under his feet. 
Abbathor's fiercely protective of his treasures, and he 
doesn't want just any berk getting into his realm. A trawler 
should be aware that on the outskirts of the realm, all that 
glitters might only be fool's gold. 

The Glitterhell shines liLe soffly burnished gold, even in 
the depths of the Waste. The gentle light gleams mellowly in 
the depths of the cavern, and it's valuable just for that. The 
color itself can restore someone suffering from the apathy of 
the Gray Waste, reminding them of the color and life and 
light beyond the limiting horizons of the layer. 

The diseases of-the layer have no power here: Ab- 
bathor's too jealous of his good health to allow something 
that potentially threatening into his land. He prefers his 
little workers healthy, since the wasting sickness would 
wreak havoc on their ability to function for him. 

The petitioners of the Giitterhell work and thieve for 
Abbathor's pleasure. He's a harsh taskmaster, always de- 
manding more from his charges, knowing yet more treasure 
can be accumulated and dug from the rock As a result, his 
grim and angry followers wish they could have more time 
for themselves, but they never quite find it. Sal, they're not 
pale ghosts like the rest of the petitioners of the Waste, so 
they could count themselves lucky. Compared to those sods, 
they've actually got it pretty good. Not that they ever would 
think of it, because they're all too soddin' jealous of wery- 
one else. 

The Glitterhell's divided into three sections: Abbathor's 
Hall, the Mines, and the Village. Abbathor's Hall is off-limits 
to everyone but the power and his proxies, and anyone else 
found there is assumed to be a thief and Wled outright. The 
bright lights of the Hall discourage anyone who might want 
to hide in the shadows. Inside, in a quintuply-locked, magi- 
cally warded vault in the very center of the Hall, sits the fa- 
bled Trove of Abbathor. It contains all manner of treasure, 
from a measly copper piece to the emerald throne bearing the 
bones of the last Emperor of the Forbidden Dawn. 

The Mines support the principal industry of the Glittn- 
hell. In defiance of all laws of earth, veins of ail sorts of 
metals run through the ground. Few of these metals are 
valuable, at least to Abbathor, and so they're ignored in 
favor of the rare silver or gold veins, or even the occasional 
gems. Chant is that Abbathor's the one responsible for mines 
running dry in the Prime - he steals them so his petitioners 
have valuables to bring to him. 

All the locals live in the stone-walled town called the 
Village, and they're not supposed to want to go anyplace 
else. Well, that's true for the most part, but then no one 
dares leave, either. The dwarves live in one part of town; the 



o*er races arc crammed into slums on the other end. Every- 
nqe in town seems to dislike each other. 

1 PRINCIPA, .,..Ns. The only village is the Village, also 
c led the Redoubt. Thousands of bashers live here: petition- 
e ! , and planars who decided that the Glitterhell's far prefer- 
abbe to dealing with whatever awaits them outside. The 
ndndwarves at the Redoubt are little better than slaves, 
se+g the desires of anyone who cares to command them. 
Qey mostly serve as miners and apprentices to the craften, 
thbugh a fcw've made their own names famous. 

SPECIAL CormmoNs. Holding back on any valuables a 

babor's attention. Even extradimensional magics can't hide 
gold from the power: things in a bag ofholding or a portable 
hofe arc still fully visible to Abbathor. 

Abbathor or his minions descend with great wrath on 

brings with him to the realm inevitably attracts Ab- 

one hoping to escape the realm with something valu- 
The mlnions PIY away anything they deem worthwhile 

anb present It to their god. 

PRnrap,~  NOWLAYER CHARACI~RS. A dwarven berk called 
Fojeman Dreabh (Px/6 dwarF/FB/Pated/NE) makes sure the 
mibes produce enough to kep Abbathor happy. He's a dom- 
ihn:; whose only concern is making himself look 
go d; his slavedriving habits ensure that those under his su- 
pe ision work bloody hard. He's planning to steal Ab- 
ba hor's greatest treasure, just as soon as he figures out 

1 Abnais Ralene Pr/ 9 humaniT3/CNl heard 

their services back and forth. Of course, none of them ever 
agree on a fair price: each side always believes the other's 
gating the best deal. Lots of berks never agm on a price at 
all, coming to blows over one niggling detail or another. 

A body won't find anything too flne here, because any- 
thing decently crafted flnds its way to the cavern of the god. 
Everything's built hastily, without regard to detalis, which is 
definitely odd for dwarves - but they're all emdy too, and 
they don't want to see their hard labors fall into a vast tma- 
gure pile, never to be used 

That's not to say that the locals don't value anything. 
It's Just that they're used to having Abbathor take anythlng 
they prize - the god f i g w s  that if they like it, it must have 
some intrinsic value. 

Another portal to Niflheim may exist here, its location 
kept scrrrt by the greedy Abbathor. Someone really desper- 
ate to get there might be able to convince a dwarf guide to 
take him to the portal. 

KH1 N- e1 N, 
T'H6 WAS+INQ T'eW6R 

(Site) 

HEARSAY. Khin-Oin's made from the flayed spine of the Ant 
god who tried to cross the yugoloths. The yugoloths turned 
it into a fortress where they hatch their schemes to dominate 
the multiverse. Though they're ostensibly always fighting, 
they actually have a master plan to bring the rest of creation 
under yugolotb mntml. 

ASCRIP~ON. Ws said the tower 
ab ut the fabled hoards of Abbathor and soam 20 miles above the 

surface of tht ground, 
and plunges 20 d e s  
below. Whatever the 

truth, it's big. A 
body standing 

d ided she'd have to take a look for her- 
sel . Though she's none too experienced a 
thi f, she's one of the more msowfu l  
N ers a body could meet As the 
m influential human here, she's THE W A S + I N G  TCBWER? 
est bllshed herself as the l+ 'S  R I G H +  $ V E R  + H E R E ,  atthebottom 

- 

+ H R @ U G H  +HE BAA+EZU ARmY. looking up secs 
pr+ietor i of a bdlng sys- 

. . . . . - - - . . ~ . -. . . - - - . . . . . . . . 
the massive vertebra 

of a long-dead colos- 
sus looming over 

ACRCBSS +HE B A + + L E F I ~ L D  - %and she's gone far to- 
w makinghaselftotally 

Y B U  S H e U L D  PRaBABLY in@uable to the dwarves. If a .. .- _ _  - . - . . . . . . - 
him. One cmtnl  

AND S H R e U G H  + H E  f A N A R ' R 1  A R m Y .  h column curves 

AVeID + H E  F I G H + I N G  - 
into Oinos' &, 

with lesser towers 
built out of its 

side all the way up. 
A body can only 

imagine how far out 
they extend under- 

ground. (A map of the 
tower - the sections 

known to non-yugoloths, 
anyway - appears on the 

h$~ help out hw fellow hu-  nothing $i - A H B L P P U L  +a QUIDa R E A C H  I + .  

I+ SHCBULDN'+ +AKE y e w  
ma inalandmbydwanns mUCH m @ R E  + H A N  S E V E N  
- r the right price, of 

BR E I G H +  W E E K S  

I N  $ I N $ S  ca beboughtinthe 
Gli erhell, because Ab- 
ba or keeps all the jink 
for 'mself. Instead, the 
pe loners and residents 
wo back of the Gray Waste poster.) on a barter svstem. tradinrf 
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nt is that the yugoloths came from this place, that 
ed in the pits deep beneath the towers. No 

s the truth of it. but it fs known that in all of 
one but the yugoloths have ever held the 

e, that’s more a testament to their ability to 
the face of opposition than their proficiency 

out in Khin-Oin. Plenty of ul- 
lair here, and all of them haw their own vision of 
, Each looks to convince the others of this vision. 
they all realize there’s little chance that the others 
around, and so they all engage in physical ‘de- 

alls erupt into pitched battle as one 

asted iigure of the Oinoloth watches over all this. 
eoretically in charge of the yugoloth efforts on 

the Oinoloth is too busy holding 

to p m s  for grtater power. 

ars Mydianchlarus managed to overthrow 
gning Oinoloth. Now the new 

in the power it’s built over the 
accumulate a little more for itself. 
all the infighting, the yugoloths pull together 

with an outside force. They for- 
t differences in the moment of defense; it seems 
than anything else, the yugoloths want to keep 

I I 

hands but theirs. 
e tower’s featum are lr 

I 
I ”  
d 

the whole thing’s 40 or more 
m top to bottom and at least a 

it’s not so hard to understand 

NIPLHIBIUI, + N@R+IHmsN’S  DgSPAIR + 
Niflheim, the second layer, has a bit more variety than 
Oinos. It’s not just row terrain and scorched pockmarked 
earth. Free of the disease that ravages the first layer, it has 
abundant trees and underbrush. As a matter of fact, the 
layer looks like a verdant prime world - except that it’s still 
completely gray. 

The cooler air gives rise to a constant mist that twists 
and swirls around the branches of the trees and the strange 
bluffs that rise from nowhere to fall away just as quickly, 
The fog’s thickness make3 it difficult to set more than 100 
feet. The mist also distorts sound and sight, and any sort of 
missile combat’s nearly impossible - a body‘s has to get up 
close and personal to fight h m .  

The fog also imparts constant dampness to anything 
brought here. Dry clothes become damp, and metal nuts. 
Only objects wrapped tightly against the intruding fingers 
of the mist, or maintained despite the mist, escape its effects. 

Naturally, all manner of predators use the mlst as cover 
to approach their prey. If the victim can’t see what’s coming, 
he can’t prepare very well, can he? Thus, this land fosters 
loosened swords and lightning reflexes - at least, until the 
Waste’s influence makes a body wonder why he bothmd to 
wow. The major predators of the layer are wolves (both dire 
and normal) and trolls, neither of which is particularly 
afraid of humans. 

Though the towns and realms here suffer despair l i e  
the rest of the Waste, they’re also places that keep a small 
flame of hope cherished against the dark. 

why KfOin’s one of the most prized cases 
In the ultiverse. 

SI Fun . The ruler of the tower can command 
n he dons the mantle of the 

modifying and nullifying them as he sees fit. It 
o be an ultroloth who taka this responsibility, 

’re the only ones who done so thus far. Anyone 
ake it to the top of the tower past all the yugo- 

loth, and master the powers behind the 
can take charge. Of come, he p a p  the pdce 

nce; the Siege Malicious f o m r  changes who- 

moms and floors of the tower seem to have no end. 
magical laboratories, meditation chambers, 

other planes, suites of rooms for the ul- 
ors that’re battlegrounds and drill flelds in and 

much more can be found here. 
ody decades just to walk through all the twisting 
Khin-Oin, and millennia to learn its secrets. 

ANNWN 
(Realm) 

kath, though gray and dull, has its bright spots. 
Punishment comes to t h m  who deserve it, while w a r d s  
am granted to the worthy. AU things shall be ma id  in kind. 

PohrEa. Arawn (LL). Celtic god of death, watches over 
Annwn in an endless vigil. His far-pierclng eye newr rests, 
and he’s constantly devising tests of loyalty for those who 
would save him. He travels about his realm, seeking thwe 
who are good-hearted and testing them according to his 
strlct standards. Those who pass receive gifts beyond any- 
thing their dreams could hold, whlle those who fail suffer 
unimaginable torments. 

Ruling by his side is an unnamed mortal, called the 



Qdeen of Annwn. She passes away after ten years’ time, and 
awn goes searching the mortal world for a new queen. His 

01 queens hold places of glory in Annwn, but they no 
lo *i% er hold any mystery over Arawn’s heart. Arawn’s Queen 
is ways the fairest lady alive among the Celts; though they 
ra ly come willingly, once they arrive in Annwn they come 
to bellwe that they’ve always wanted to be here. 

Arawn has absolute power of life and death over the 
C ts. He becomes fond of certain of the dead, and he does- 
n’ willingly relinquish his hold on them. If somebody wants 
to bring ‘em back, Arawn offers to trade someone similar for 
th f dead man - quite a generous offer, In his vlew. A berk 

disappointed anyway. h a m ,  despite his uncaring reputa- 
tion, doesn’t like to see berks wasting their short lives on 

The journey to the realm is hard, no doubt about that. 
But it’s not insurmountable. Wave crash down on the bow 
of every boat that carries the living, and great serpents 
twine around the bow. They attack only if they’re attacked; 
their main purpose is to frighten off travelm. Rocks rise and 
fall from beneath the waves without pattern, and rarely ap- 
pear in the same spot twice. And of course, if Arawn doesn’t 
want someone entering his domain proper, a body just can’t 

mvoiity. 
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the rest of Niflheim. 
and dark, the Isles are covered with oaks and 

open plain or barren hillside. A 
ist hangs over the realm, but it’s not nearly as 
which droops across the rest of the layer. There 

solace. Each spirit is granted a 

t h m  build houses, and still others 

all of Annwn consist of reflections. In fact, only a 

ns, and they’ve rigged traps to spring on invaders. 

Annwn. Those who actually accomplished some- 
closer to the center of the realm, nearer to Arawn’s 
closer to the keep, the more memories of life they’re 

lets a few of his minions travel back to the liv- 
here they can pass advice to their descendants 

gs to their friends about possible treacheries. 
urse, not everything is as it seems in Annwn. 
turned stag on their lieges in life, and they’re not 

the pleasm it brings. They’re not particular. 

n bones. Surmounting it all is a skull, said to 
last ruler of Annwn. This is the Fortress An- 

the light - its eyes flame with a lambent 
foggy nights - and the eyes of Arawn, 

as none of the administrative responsibilities. 
the center of the realm, a castle made of gold- 
and silver faintly glows through the gray filter 

e. It’s from here that Arawn rules, and here that 

their new lives. When they stand and straighten, they know 
their place in the underworld, and they hasten there. Some 
stay in Cauldron, acting as the townsfolk of the re&, while 
others move along to till the fields or hunt in the forests. 
They may grouse and grumble, but they do their tasks as 
Arawn commands. 

The main feature of Cauldron (after the life-giving 
cauldron itsel0 is the stone castle in which the ruler of the 
town lives. Llediaith Half-Tongue (Pel 6 human/F I/NE) 
keeps the peace in the town. As a newly arrived petitioner 
his tongue was tom from his mouth by wolves, so he com- 
municates by grunts and gestures. The whole castle is rigged 
with bells, all of which lead back to silken cords in the cen- 
ter of the hall. Llediaith has specific codes for various func- 
tions, and he rings the bells to alert his staff to hi desires. 

Branwallis, a town of about 7,000, is the next largest 
settlement. Most of the scum of the realm gravitate here, in- 
cluding murderers, and it‘s got an unsavory reputation. 
Gambling halls and festhalls can be found here, and the 
trade in the smoky taprooms is far more savage then in the 
rest of the realm. In its own way, Branwallis staves off the 
influence of the Waste, and so it’s valuable for that alone. 

SPECIAL CONLI~ONS. Unless they’re exceptionally strong- 
willed (that is, make a save versus spell, including bonuses 
for high Wisdom), travelers begin to adopt the charsrtcris- 
tics of the lands they’re near. As they draw doscr to the cm- 
ter of the realm, they become more civilized and reflned, 
temporarily losing one point of Strength and gaining one 
point of Charisma. Farther away from the center they slip 
into barbarism and decadence, gaining a point of Strength 
and Constitution and losing a point of Intelligence and Wis- 
dom. There’s no apparent dividing line, but it’s a gradual 
process that takes a day or two to take 111 ef€cct. The effects 
fade in an equal amount of tlme once a sod‘s left the realm. 

PRINCIPAL NONPLAYER CHARACTERS. Those planning to 
come here and make a ruckus outside the natural order of 
wrongness in the realm should know that the Bone Warriors 
always stand ready to deal with problems. These othmvi 
ordinary warriors don the armor Arawn creates for them, 
which makes them (to all appearances, anyway). skeletal and 
eerie. Homed helms top their heads and obscure their fea- 
tures: it’s said that to look upon the face of a Bone Warrior 
is to suffer the ultimate oblivion, and It‘s this threat that 
keeps most of the petltioners here in h e .  

The armor provides the warriors with the immunities 
and resistances of skeletons - half-damage from piercing 
and slashing weapons and so forth - and none of the atten- 
dant disadvantages. It’s eerie to know that beneath the 
skeletal ribs is an unseen man - most simply throw down 
their weapons and run when the wanion approach. About 
1,OOO Bone Warriors exist at any given time. 

When Pwyii rules here, he’s a jovial chieftain, more 
than willing to help out a companion or stranger in need. 
His time nn the Gray Waste has changed him only a little, to 



thp extent that a portion of his mind always calculates how 
b+3t to turn a situation to his advantage. 

1 Hafgan (P1/6 human/F17/?4E) is Arawn’s mortal enemy 
-/but for reasons known only to the god, Arawn can‘t take 

action against him. Hafgan plans to take over the eastern 
i %s of Annwn, and Arawn is powerless to stop him. Pwyll 

asionally steps in to stop the opportunistic Hafgan, but it’ll 
someone untainted by Arawn to stop the interloper. 

1 SERVICES. The famous cauldron at the center of this bm 
ve any dead man to life, as long as the body is placed 

day and a night. Since Arawn’s not too keen on 
ad brought back to life. a body’s got to get spe- 
n from the power. Either that or stand off an 

Bone Warriors, and maybe even an avatar of Arawn 
If a living cutter leaps inside the cauldron, it de- 

him instantly and imocably. The cauldron also shat- 
to reform only after a year has passed. 
The silversmiths of Annwn surpass those of the Prime 

a long shot and the iron smelters fashion weapons that 
ca stand up to the best steel weapons. The cloth weavers 7 m ke cloaks and fabrics that withstand the water for a good 
Iopg time. In short, the quality of products here is excellent; 
it kes up for the surly attitudes of most of the petitioners. 

Finally, it’s said that the Wild Hunt resides here when 
th r ’re not on the Prime. It’s well known that the Hunt 
chbses berks through the hills here, but nobody seems to 
klJDw if this is actually the resting place of the Master and 
hi$ Pack. 

wnl 

that you can never return to the way you were. Life’s a 
en to be borne by the stoic and the brave; death only 

the easy way out. 

CH~ACTER.  A grim resignation of a body’s fate, the knowl- 

1 RULER. Villki Cainor IPr/ 9 human/F’I/NI is the resigned 
r of the town. She doesn’t really belong on the Waste, 

bu T she‘s given up her hopes of attaining perfection in hep 
sel and in others. She’s sliding down the spiral toward de- 
sp ir, but she’s stronger than she believes; she’ll never com- 
pl ely give in entirely to hopelessness. Her self-imposed re- 

Viliki’s a woman of deep emotions, and these emotions 
spdnsibility to the people of the town keeps her functioning. 

ke the people of the town from succumbing to the drain- 
in of the Gray Waste. She mains an optimism tucked away 
ca fully in her thoughts of despair, which protects her from 

else in the plane. Somehow, she manages to broadcast 
th apathy that drains the dreams and hopes from every- 

th feelings throughout the town, and that’s all that keeps 

d 
f 

w+ the, place together. 

I 
1 BEHIND THE THRONE. Kherion Mallibrun (P1/6 haif-elf/Trl/ 

RcColutionary League/N), a blood who knows more about 

the planes than he wants to, stops in from time to time to 
keep his friend V i l i  hopeful. Khedon brings her news, dis- 
patches, jokes, and riddles from the rest of the pbanes. Some- 
times, his humor’s about all that keeps her from giving 
everything up, even when the laughter is strained at best. 
That, and his weekly shipments of brightly colored cloth, 
help keep the town afloat. 

Though Kherion hates himself for betraying his fac- 
tion ideals this way, he does his best to k e q  Cainor in 
power, feeling the responsibility of knplng h a  mind dive 
and well. (He comforts himself with the reasoning that 
while Viliki’s in power, the domlnance of the Waste is less- 
ened, and surely that influence is the deflnltion of opprrs- 
sionl] He uses his knowledge of underground and molu-  
tionary politics to quash anyone who’s working against her 
- often before they’re wen aware that they were uncon- 
sciously plotting. 

Tucked away in a grove of tall pints, a 
frontierlike town looms out of the woods I l k  an unexpmfed 
predator. This image greets a visitor to Death of Innortnrr. 
The whole town’s made of wood hewn from the gray pines 
of the Waste, and reinfomd 10 feet through. Great gat- bar 
entry to any who aren’t authorized or welcome; the outer 
sides of the gates bristle with @kea of wood and mtstletoe. 

Inside the gates, a broad avenue leads to the center of 
town. At the center of town stands a fountah c d  in gray 
marble, depicting a man astride a horse b a t i n g  forth from 
the waves. It’s here that Meilibrun hangs his colored cloth, 
descending from the man and his horse. It’s an old ritual, 
and it too contributes to the hope the town maintains in its 
heart of hearts. 

The straight and regular streets seem much t i e  those 
on a prime world. The wood of the buildings constantly 
oozes sap and blood, and it’s for this reason that many be- 
lieve the trees around Death of Innocence are the trapped 
spirits of petitioners. The tree certainly give off a strange 
smell and sound when burned. 

The town holds over 5,000 people, but it always sm?s 
new and empty. Yet it also exudes a strange feeling of an- 
dent  times. Perhaps the residents are afraid to trust the 
old/new emotions welling up through Cainor’s influence. 

The strangest thing about the town is that it’s full of 
people mng to redeem themselves. Rather than giving in to 
how they lived before, they’re making an effort to dordep 
new patterns. Despite their ingrahed nature, thcy’it SMVtag 
to change themselves. This results in a place actually 
halfway d m n t  to live in. 

1 A citizen militia protects Death of Innocence 
from harm. It’s made of planars and petitionm, all of whom 
are dedicated to keeping the peace. The planars are mostly 
2nd-level flghters; the pctltioners are 1st-level fighters. 

A recent rumor declares that one of the militia squads 
may be preparing to betray the city. No one knows which 
squad it is, and it’s making evmnne a littlr ten*. 



SI ,s. inls pnmc-iirc IUWU offers only the most 
A blacksmith trades secretly with one of Ab- 

for his iron, and a tanner takes in the 
pelts or the wolves that prowl the forest around the town. 
Hunten, aplenty bring in meat and pelts for themselves and 
others to eqjoy and use. Craftsmen in town can fashion any- 
thing $om the living lumber of the nearby wood. But most 
importgnt, the town’s a fine refuge for a body to flee from 
he spirit-killing dreams of the Waste. 

CURRENT CHANT. It seems Hel’s not very happy about this 
the midst of h a  layer resisting the mind-numbing 

influe Dwn ? ce of the Waste. She sees these sods as rebels and 
malco$tents, unable to give in to the truth of the Waste. 
Some .qay the increased troll activity of the region is due to 
Hel’s &pleasure, and they‘re getting out while they can. 

RFors  have ffltered in from other sources that Malli- 
brun’s bot going to be around to make his next shipment. 
Word 18 that someone’s plannlng a little surprise for him in 
the woods outside of town. Since certain elements in town 
don‘t Want to hold on to emotion or to change thelr ways, 
it’s likely that they’re the ones looking for his demise. Most 
folks hppe that Mallibrun catches word of this - but no one 
wants to be the tongue-wagger. 

NIPLHBIIII ,  H B L ’ S  DmIIIAIN 
(Realm) 

CHARA R. In the land of the dead, there’s little point in 
A seekin I happiness. Dour reflection is the best a body can 

hope fqr, the pale shadows of life fitting through his eyes. 
Valor i$ for the living; the dead simply do their duty. 

POWER. He1 &I,] of the Norse pantheon watches over the 
dead ofthis realm. Though she’s the daughter of Loki, she has 
none $her father’s merriment. Instead, she broods about 
death *d disease almost constantly. She’s cold and emotion- 
less, twugh she’s said to have a sardonic sense of humor. 
Most p@ple n m r  sce that side of her. Still, her dry voice has 
been +own to drop occasional bits of humor - mostly at the 
expensf of the person she’s talking with. 

Hdr body is completely white and featureless on the lefl 
side anp ebony black on the right. She rides a three-legged 
white )one, touring her realm and casting fear into the 
hearts pf the petitioners. She likes to make sure the gates 
around/ her realm are strong, and she punishes any spirits 
that es ape before they’re supposed to. 

nF CRIFTION. Little distinguishes Niflhcim the realm from 
the layer, though this area seems wen darker and 

gioomi “ F  r than the rest of the layer. The land descends slowly 
to a m a t  cavern, through which a traveler must make his 
way. a e  journey through the cavern is fraught with danger 
and p e p ,  both physical and mental, and it’s only when a 
body q c h e s  the great river that he knows he’s truly in Hel’s 
land. 
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The river G i U  flows in a great circle 
around the realm, with only one way across it: 
a bridge guarded by the giantess Modgud (Pxl 9 frost 
uiantll8 HDlNEI. The river flows too fast and powenid 
For anyone to swim across it; the current Ashes wer  
downward, forcing a sod against the riverbed until 
drowns. Even flyers are sucked down by the power of 
river. A body should have real business here, or else 
power to overwhelm the giantess with words, wits, 
strength of thew. 

Once across the bridge, a body can remain on the road 
or travel across the country. If he remains on the road, he 
passes Garm the Hound, chained at a gate near the cave of 
Gnipa. G a m  a huge dog with an oversized head, likes noth- 
ing better than dwourlng passers-by. A body might be able 
to destroy Garm, but He1 would just revive it again, so 
there’s really no point to it. Besides, the dog’s destined to 
kill Tyr come Ragnamk and a creature that can kill a god is 
something mortals had best leave alone. 

Other creatures roam the wastes of Niflheim, all of 
which occupy a special place of terror in the hearts of the 
Northmen. They‘re dangerous and omenstricken, and 
many’s the berk who thought they had no power over him. 
Many’s also the berk who suddenly found himself a perma- 
nent resident in this realm. It’s best to stick to the road h m .  

The path eventually leads to Hel’s palace, a mirror 
image of its counterpart in Valhalla, at least from the out- 
side. No valkyries hover about the realm, and no color stains 
this death-full and stench-ridden place, but otherwise it 
looks similar. Inside, howwer, the floor crawls with poiso- 
nous snakes of all varieties, apparently unaffected by the 
cold and misty weather. Poison drips from the ceiling, and 
woe to the sod who decides to look up and see what’s drip- 
ping on his head! 

Arranged around a central table in &e Great Hall arc 
huge banquet tables, all laid out with sumptuous feasts that 
slowly rot - the poison dripping from the ceiling should 
dissuade any berk with sense. Most of the petitioners of the 
realm sit around the tables, looking with hungry eyes at the 
food laid out before them. When a petitioner flnally gets 
hungry enough to eat the food causes tenlble pain, and he 
usually ends up vomiting his guts until he dies. But he’s 
back again the next day, sitting at his accustomed spot at 
the table. 

He1 rests on a throne at the back of the hall [which is 
past literally hundreds of miles of petitioners), watching 
over her charges. It’s said that anyone seated in her chair 
can see through the entire domain, but he also suffers her 
immediate retribution. Unless a berk can avoid her gaze and 
her knowledge, he’d best not wen risk the throne. 

The petitioners of this realm died a &honorable death 
from old age or disease. They’re all a little bltter about th& 
fates; they‘re granted knowledge of thcir past Ifves, so they 
can ruminate on their failings. Many of the warrior residents 
didn’t have the fortune of falling in battle; they were to( 
good or too careful, and so could not ascend to Asganl. 



It's said thar wncn me aay or nagnarok comes, the uates of Niflheim will be thrown wide 
I bitter afterlives. They are, 
I version of a banquet hail. 

:., .,, . Some petitioners have managed to make a life outside of Hel's-hall, but 
.h wen worn off than those trapped lifdesdy In Hel's palm. Tbac 

ng souls s c q  to &bit Wnl or monstmus ten- 
ofthe NOM pantheon claim'thet t h ~  wen* 

the beastr of legend and myth that populate the watts 
n's outa reaches. 

actually Hel's banquet hall, with aer- 
; ':I vantr' quarten and a stable outaide. Not 

I: .. much in the way of rMlitptloa 
in Niflhclm, and that's tbr 
,He1 Hkea it. Monstm tend 

n 

c 
C 

E to converge on MYI settle- 
' *, ments, encouraging would-k 
ai- to leave tht realm or join 

hosts in the hall. 

SPECIAI CONDITIONS. h 
body riding across Hel's 

' domain doesn't #et aw- 
where unless Hk wants 

;-.-1IBn there. If hc'a on a mis- 
%tx&$$ sion she doesn't approve of, 

he rides and rides without 

n m r s n s t k s r w t u s d -  

X F  'I '7-  

humralTl0 or 15 
€DINE), a woman 



with a,draaon tattooed acros6 ‘ ” ’ ‘ 4Aulk 
i ner race. innna ., I 

herselfisn’t the pmxy - it’s the tattoo. When it senses a need, 
the Wyrm strips itself from Ingrid’s skin and manifests itself 
as a great green dragen of maximum hit points and Hit Dice. 
When it detaches, it takes great swatches of skin with it, leav- 
ing Ingrid lying lifeless, faceless, and bloody on the ground. 
It nee& her blood and her life to animate it, and she’s dead 
until it returns to tattoo form. 

When the Wyrm lies quiescent, Ingrid wanders Nifl- 
heim. $he can marshals the forces of He1 against interlopers 
and invaders, and though she has no actual command over 
the petitioners, they follow her out of fear of the Wyrm. 
Thus, she’s one of the few who can muster the forces of Nifl- 
heim ipto a concerted host. 

Hordun Lessergrim (Pd8 haif-elf/M8/Dustman/M, an 
accomplished runecaster and skald, makes his home in Nifl- 
heim. He’s said to be searching for the man who killed his 
familyto exact vengeance. Even though that man died, Hor- 
dun intends to fulfill his blood feud. He’s been searching 
through the wastes of Niflheim for someone who can point 
him in the direction of the murdering petitioner, and he’s 
willing to pay a pretty penny in money or services to some- 
one who can help hlm complete his quest. He can also pro- 
vide information and valuable runes to those who steer him 
to his goal, or those who promise to help. 

I 

s. No services to speak of are available in Hel’s 
realm, a1 least none that benefit the living. Blacksmiths turn 
out blackened steel weapons and armor, and grooms deal 
with the horses of the various dread visitors. But none of 
this benefits to mortals in the realm; their only business 
should be in dealing with He1 herself. 

The goddess, unlike most powers, actually deigns to 
speak to most of the visitors in her realm. She’s usually 
aloof, and she doesn’t really grant any favors. She mocks 
the supplicant, and if she feels like answering, she usually 
does it through riddles or rhymes. She’s cold and impassive, 
and just when a body thinks he’s gotten through that shell, 
she comes forth with cold sarcasm. He1 certainly isn’t one to 
raise a berk‘s hopes, but since she’s usually the last resort for 
anything anyway, that shouldn’t surprise a supplicant. And, 
occasionally, He1 does provide some valuable information. 

The third layer of the Gray Waste seems much iike the other 
two In its gloomy feel. Mount Olympus’ lowest caverns 
empty out here, and it‘s a favorite route for the Olympian 
gods when they visit their brother Hades. ‘Course, they don’t 
do it too often. . . . 

Thr layer resembles a subtropical clime on a prime 
world. It’s dotted with willows, olive trees, and poplars. All 
show slgns of dying for lack of care and love, but then 
they’ve been dying for eons now. Any druid here feels the 
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sadness of the r> -c 
trees as they recognize their 
mortality and the lack of love given to them. Some say that 
all these trees, iike those of Niflheim, are imbued with the 
spirits of petitioners, and all have an awareness of their fate. 
But no one can tell for sure. 

Pluton’s climate is cool, but not as cold as Niflheim. 
The creatures wandering here are as fierce and as uncaring 
as those on the layers above, and each contributes only 
more fdly to the coldness and hatred that permeate the en- 
tire plane. 

ABABA 
(Realm) 

CHARACTER. Like an island in the eye of a hurricane, Aeaea 
conveys the feeling that the worst is always yet to tome. It’s 
the false calm before the storm breaks for real. Here the 
hideous spawn of magic gone awry can rise up from the 
earth. The realm sees beauty and terror, love and hatred 
intermingled. 

POWER. Hecate (U), mistress of magic and evil, controls 
this stretch of the Gray Waste. She has a smaller realm on 
Baator with the same name, and she spends her time be- 
tween the two. The folks here never know when she’s gone, 
and most swear that she never leaves - maybe the realm 
just vanishes without her power to cohere it. 

Hecate prefers wandering her realm to remalning in a 
certain spot. She usually roams on the night when she de- 
crees the dark of the moon. She doesn’t hold to any real 
schedule, though some claim that she adheres to some an- 
cient law governing her movements. 

When she goes out, she does so with her pack of hell 
hounds at her side. She doesn’t hold with berks who un- 
knowingly travel on what she regards as her night, so she 
often sets her hounds on the unwary. If the sods can hold off 
the hounds for just a few rounds, she calls ‘em back and 
maybe even offers some sort of recompense to those who 
have been attacked. But probably not. 

DESCRIPTION. It‘s always night here, though the kind of 
night can vary widely. It all depends on the whim of the 
mistress of this domain and her mood at the time. The sky 
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be clear and full of her stars, or it can rain as if an ocean 
d opened above. On one night warm breezes and gentle 
ns, rare on the Gray Waste, drift across the realm; on an- 

other night the sky cracks, thundering down despair and 
d'ath. Most of the folks here assume that the kind of night 
dbends on Hecate's mood. The nights do have a risible be- 
gjnning and end; when one ends, a sense of closure Alls the 
elitire realm. The place goes completely black for about an 

t. And then, over the eastern hills, the moon rises or the 

' Hecate doesn't have a fixed palace, though she main- 
tdns a tower on the outer fringe of the realm. It's a light- 
h+e of ancient construction, and its beacon shines 

and the petitioners prepare themselves for the new 

boils, raging through the darkness. 

through the darkness of the Waste with a rich yel- 
This glow serves only to remind the petltioners on 
the plane just how badly off they are. 

Hecate's realm teems with omens and portents, and 

ething else. Futures can be read in the fall of a leaf, and 
ndarly everything a body runs across signifles or symbolizes 

destroyed between the howls of a she-wolf. Mares and 
frolicking can spell utter doom for one or unqualified 

supcess for another. 
Roads meander over the hilly realm, leading nowhere 

aqd coming from nowhere. Small villages spring up and dis- 
a q e a r  along the roads, but few remain for long. Poplars 
1iqe the mads, and groves dot the entire realm. It's said that 
tht most devoted of Hecate's petitioners come to the groves 
o the nights of the full moon to perform arcane rites. 

The petitioners here followed Hecate's footsteps on the 
Pdme. Some are witches and wizards, while others are sim- 
pli highwaymen, preying on those foolish enough to be 
abkoad in the night. Whatever they are, they've all got 
h e p s  of blackest evil, and none of them are cursed with the 

g q y  oblivion that's the lot of so many others on this plane. 

-. Mlnor villages lie scattered about the 
redlm. The largest is Thalatta. near the three-headed statue 
at the largest crossroads in the realm. It's a collection of 
mqd-daubed huts, in which ancient crones mutter and chant 

' 

spells. The only use they have for visitors is for spell 
that Is, as the raw material for said compo- 

I 

SPECIAL CONDITIONS. The Greek goddess of magic doesn't 

Dosed bv the nature of the Dlane vanish 
d with restrictions on spellcasting; all conditions im- 

here, and every spell works with maxi- 
mum efficiency. Sounds like a per- 

fect place for a spellcaster to do 
his work, right? Well, like 

everything on the Waste, 

Every single spell cast in Aeaea pinpoints the user to 
Hecate. She determines if she wants the spell to have the 
desired effect, or if it just fizzles In the air around the wlz- 
ard. It all depends on her mood. On clear nights she's 
gentle, and allows most spells to succeed. On darker, 
stormier nights, she has little patienee for the gentler or 
more introspectlve spells; flashy spells and deStNCtiVe 
magics rule the niaht. 

. _. The most notable m d  
dent, the wizard Circe (Pr/9 humanjTra25/CE), is an old 
protege of Hecate's. She does her level best to protect the 
realm and impress Hecate's might on travelers. She's got 
enough power to take out a small army without breaking a 
sweat, but she can be outwitted. 

SER . Anything a body might want regarding 
magic, o p n d l y  dark magic, can be found for a mlnor price 
in this reaim. Of course, "a minor price" really depends on 
what the seller considers "minor." Some have literally lost 
their spirits to the hucksters, while others have gotten away 
with as small a price as a clipping from one of their hger- 
nails. But considering what the folks here can do with that 
clipping, it's hard to say which is a greater sacrifice. 

C 8  P U S  

All for one and one for all - literally, Everyone's 
got a function to fulW, and they'd better do it, or the whole 
place falls apart. 

RULER. A blood named C d i  Jaspar P1/6 tiefling/Fl/En 
serves as the Mouth of the town. He speaks for the assfin- 
bled citizens, passing along the judgments made by the 
Head. He's only been a part of the Corpus for about two 
years now, but he's good enough at reading the signs to 
continue to act as the speaker for the town. 

Burns, THE THRONE. Truly d i n g  the town is the Head, 
the s m e w  and canniest collection of individual8 the town 
could throw together. Hidden away in a cave, they discuse 
the ramifications of any act. At times, various portions of 
the Head are dominant - and the success of their actions 
determlnes how dominant that "urge" will be in the future. 

DESCRIPTION. Corpus holds hundreds of thousands of 
people, and that's the literal truth. The whole place consists 
of the living bodies of petltlonm and planars who chose to 
join the town. Every structure in the town is 'constructed" 

Faces stare out from the walls, some in 
agony, others just blank, Some bodies twlst 

around corners or form supporting beams, while 
others have the relatively easy job of being s t m t  

from joined human and demihuman flesh. 

FII 



If been fmm above, Corpus appears l i i  a 
human bodv. with the head 
on on4 endand the feet on 
the owr, arms akimbo and 
legs splayed. Each part of town 
bears the name of Its body part, and 
each Wnctions exactly as that part. The 
Veins brm the streets, while the Heart spreads money and 
nutrielits along the Veins to nourish the other parts of the 
Body. 

The Stomach, where cattle and grains and other foods 
are driven, is a vast pool filled with blle. The bodies here 
press t gether so tightly that not a single drop leaks through 
them. 9. he food's just dumped into the acid, which is ab- 
sorbed prough the bodies and passed along the fleshy links 
to the various parts of Corpus. The acid's strong enough to 
eat through flesh, though the bodies of the Corpus seem to 
be imaune to their own juices. Anyone else takes Id10 
points bf damage per round until they can escape. 

q e  appeal of Corpus is this: It's a shield against the 
Waste's( numbing drone. As long as a berk's willing to serve 
five yehrs in the Body, he's welcome to stay in town. Of 
course, lonce a sod's in, it's mighty dimcult to get back out. 

BW people have escaped from Corpus; these folks can't 
stand npt running their own iives, and they'd rather be fne 
than h w  some leatherhead who knows nothing about 'em 
makin decisions for them. They're called "dead skin," and 
nothin 4 's done to get 'em back, but they're hated by the 
folks st in the Body - and it seems that the dead skin usu- 
ally en d" s up dying within a few years of their depamre, as 
if the sqrands that once connected the skin to the Body also 
sucked pway life. 

Pie$es of the Body that serve exceptionally well can be 
promottd. Most angle to be part of the Head, but some ally 
themselves with 'urges" that are on the way out. These 
urges usually find themselves working their way back to- 
ward thk feet of the Body, unless their mental enemies slip 
up and FINOW the urge access to the Head again. This defi- 
nltely dkmonstrates what a cutter'd call "a body politic." 

* . .  

When an infection in town becomes apparent, 
pieces orthe buildings disconnect to hunt down the offend- 
Ing canker and cut it from the system. In some cases, the 
'mllitla~ simply provides an escort to the edge of town. 
Others tlmes, they actually must subdue their victims. Most 
thus suqdued are taken to the Stomach and thrown in. 

In truly desperate cases, all the members of the commu- 
nity canlmeld their minds into one, and send a psychic blast 
so stro that it blows the problem into so many bloody 
gobbets This attack paralyzes the town for days, so it's 
really mpre of a last-ditch effort. The blast is strong enough 
wen to ptun wandering powers - the force of hundreds of 
thousan of people's beliefs is a potent thing, and all of it 
focused t n one being is enough to drive wen a god to his 

I 
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SERVICES. Anything related to the 
uuurishment of a human or demihuman body can be 

found In Corpus - in fact, it's probably the safest place 
to eat on all the Lower Planes. A body can't look for much 

else: swords or magic have little purpose here, and guilds 
are just a pari of the town. But the food's good, and the Inns 
are comfortable, provided a basher doesn't mind sleeping on 
a bed made of about five different people. None of the bed 
members mind much, so a body shouldn't feel too guilty. 

C H A ~  Some say that Corpus is preparing 
ready to up and leave. This thought tenifles residents f d e r  
down the Body, but most're willing to do their duty when 
the Head lets 'em know what it is. The more imaginative 
near the Stomach speculate that there's another town simi- 

1 
lar to Corpus, and the two'll merge into one giant body. 

Reports continually fllter down the Bodv 
about dissension in the-Head. Rumor has it - 
that the left haif of the brain isn't so keen on 
what the right half is doing, and that war's 
imminent among the parts of the Body. If this 
is true, it'll tear Corpus apart. And that'll be 
the end of the grand experiment 

n.. ?R. Gloom, g~uurn, gioom. aaMng is futile, becau 
everyrning ends in despair. The price of hubris is punish 
ment everlasting, but only those who dare thallenge the 
gods need wony. 

lades (E), Lord of the Dead, rules the realm of 
the same name. Most people just call It the Underworld and 
have done with it. He's the most powerful being in the Gray 
Waste, bar none, and though he's classifled as an intermedi- 
ate power, most folks in the know call him a greater god. As 
the eldest brother of the chlef of his pantheon and the first 
son of Cronus, he's not exactly weak. 

Neither is he what a body would call jovial. In fact, he's 
downright gloomy most of the time. But sometime his eyes 
light Are, and he becomes animated, almost lively. Like He1 
of Niflheim, he can be approached by mortals, though he 
prefers not to have his time wasted by silly requests for a 
loved one to be brought back to life. Indeed, if it weren't for 
his wife Persephone, he wouldn't hear mortals at all. 

Persephone, daughter of the goddess Demeter and a 
minor power herself, was abducted by Hades long ago and 
forced to remain in the Underworld because she had eaten 
Hades' food. She's here for six months out of the year now. 
She's quiet and doesn't speak much, but she loves to hear 
the news of the upper world, and if a supplicant's stories stir 
her fancy she intervenes on his part to Hades. The death god 
can barely resist her, and so a sojourner would be well ad- 
vised to cuny the favor of Persephone. 



DE ION. A joyless, lightless domain, the Underworld 
I turn a pdlace of gray marble surrounded by gray marble 

11s at a distance of thousands of leagues. (A map of the i r m in the Advenhcws in Cgflfct booklet is available for 
willing to brave the gloom.) The sky above arches a 

gray, though once in a while a body could swear 
of an incredibly large cavern. 

caverns lead deep into fissures below the 
turn let on to large passageways where 

erv footsteu reveals a new peril. It's a way known only to 

It's possible to get from the Prime directly to the Un- 

The petitioners are despairlng and m d e ;  their only 
emotion is paralyzing grlef. This dull afterlife allows them 
considerable time to reflect on what they could've been if 
they'd only taken the chance to try somahing new in their 
lives. Of course, if they realized what too much dazing post 
some people, they'd be glad of this state of being. Scc, just a 
little way off from the bulk of the petitioners M tbasc sods 
assigned particularly nasty fates in the Underworld. 

These be& dared to insult the very face of the Olym- 
pian gods. Their names endure as the stuff of dire legen&: 
Slsyphus, eternally struggling with his rock the gaunt and 
emaciated Tantalus. with water and frults iust bcvbnd his gods, but they show it in dreams to 

1 Only a single double 
pierces the marble 

I 

the gates have been 
and scarred by living heroes 

best to get beyond and 
The power allows them 

because it discour- 
the greatest mortal .AY . 

what hope does GI: 

I + ' S  

ad ordinary berk have of getting in? 
~ Besides, just beyond the gates 

the dread three-headed hound, 

orbeat 
Unless a body can 

reach; Ixion, the would-be violator of Hnd, spin& eter- 
nally on his wheel of flame: Peirithous, rooted on the 

d e m  of their husbands, folrrd to fill an 
endless and unfllling urn with 

' AU the puniahmcnts Ha& 
d d a m  are at the request of 

his m o w  powm, pnd all 
suit to the n a t m  of thc 

crime committed. The 
Olympian gods are quick to 

take offense, and Hades is only too eager 
to punish such traasgRJJions against his 

Rivers run through thc 
enfire realm; it's said that 

chair of for@tfthM; and the DDIlptds UUC- 

water. 

fh 
y . . .  

siblings. 

A B e D Y  BARmY. - K e N B S K I e  SILAS, the Styx itsdf has a place 
hem, though no fee can cm- 
vince a mamumloth to pUot 
his skiff into the Underworld. 
lt's well known that the Xivex 

Lethe, the sweet waters of forgetfulness, flow through the 

ON*-WCIK R# SI D @ N +  
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stufting from the dog, 
not likely to get too 

r if is deslre can overcome the 
s ng will of the dog, then he can get 
p t unscathed. It's all in how a cutter 
ap roaches Cerbems. If someone slays the dog, it's simply 
re med to life by the will of Hades. (See the "Into the Land 

nd lies the rest of the realm. It's a 
of blackened, stunted trees and wasted ground. Groves 

ack willows flourish, snd one such grove holds a single 

enture in Adventures in Cotlflict for more 

e laurel inside. It's said that this laurel allows a peti- 
the living world, returning his memo- 

looks upon his children and grandchlldren and so 
ome souls come back from the grove 

i 

wraithlike petitioners move only at 

ters, only to spring the unfortu- 
ut just when the intruder least expects it. 

I 

Underworld. Though a @Goner forfeits any & of 
returning to the world above when he drints from the wa- 
ters, sometlmes the temptation to forget his cumnt mber- 
able state is too much to reslst 

Many dread beasts wander through the realm as well, 
seeking living flesh to rend and tear. They're the dead - 
terparts of their Olympian brethren, and they've - a 
grudge against anything that still carries the spark of life 
within it. All are obedient to the wlll of Hades and his wife, 
but unless thus restrained, they've got free rein in pursu&g 
their anger. 

PRIN s. There are no towns in Hades' realm, 
only the places of punishment and the great p k  of Hades 
and Persephone. The palace isn't open for anyone to come in 
and stay, though it's richly appointed and the vast halls 
echo with loneliness. It's the private residence of a power, 
built with love and desire for his young wife. 

Still, a body can walk in the front doom and march 
straight ahead to the %In Thrones that watch over the en- 
tire realm. Any deviation from this path Is looked upon with 
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i SPECIAL CONDITIONS. Any attempt to heal wounds or ease 
ipn in the Underworld draws the immediate notice a'nd 
rath of Hades himself. (A berk can't give Sisyphus a drink 

o plug the holes In the Danalds' bucket, either.) All wounds 
a d pain occur in his land with his approval as part of a 

ater scheme, and any attempt to undo his scheme me& 
h most severe disapproval. 

The first offense results in the berk sharing, for a few 
h urs, the torment of the soul experiencing it. He suffers no 
p rmanent damage, although if wounds were m d  the sod 

A second transgression calls for the appearance of 
syffers damage equal to the amount healed. 

Hbdes' avatar, who sternly warns against such actions 
a ain. As he leaves, he takes an experience level from the 
o ender. 

The third offense leads to instant death, and the offend- 
e s spirit goes wailing off to join the colorless throngs of 

UnderworlA 

+ P 

PRINCIPAL l.yI.l L n I L R  CHA 
spirits of the dead, decido 

RS. Three judges examine 
! fates of those who come 

to the realm. Rhadamanthys, Minos, and Aeacus (Px/6 hu- 
IM16ILN) are only concerned with fairness and up- 

eir own reputations. The vast mqjority of the dead 
s part of the milling horde. Heroes travel to the 

pian mountains, and those who try the patience of the 
are sent to Hades himself for special considerations. 

SERVICES. The only service a body might get from the 
dd is the return of a dead friend to life. It's vastly 
in fact, but it's about the only thing someone could 

h e for From Hades. On the other hand, a cutter who suc- 
ce ? ds in this quest ensures that his name and reputation live 
on1 for generations, and that prideful lure brings heroes from 
all comers of the multiverse. 

Otherwise, even the philosophers and heroes here can't 
gi e a body much; Hades himself is the only font of knowl- 
ed .I e in his realm, and he's going to keep it that way for as 
loqg as he can. 

i 
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HEARSAY. The nightmares come here to die and a 
mortality at the same time. When the time comes, 
mares will rise up to thunder across the planes, bringing 

air to their former masters. 

ON. On first approach, the Hill of Bone seems 
lng more than a boneheap that fllls a pit deeper than 

the eyes can see, and taller than the reach of a full-gnmm 
Titan. A pervading feeling of watchfulness permeates the 
area, but none of the usual scavengers appear. Instead, the 
bones constant stir with a low noise at the barest edge of 
hearing. If a body listens more closely, he can discern 
quiet nickering, the dry chufflng of horses that should' 
been dead long ago. 

Every once in a while, an aged nightmare comes hem to 
lie down and die. Its entrance is pmedcd by a wall of roil- 
ing mist and the stately sound of a proud canter. The old 
nightmare, its head held high, salutes the Hill, which kt 
forth a deafening welcome. Those within one mil 
versus spell or be driven mad by the sound. 
echoes die, the old nightmam collapses, and its 
to slough off almost immediately. 

If seen from above, the Hill of Bones resembles the 
shape of an equine skeleton. The legs move occasionally, 
and sometimes the head looks like it's thrown back in flm 
triumph. If the Hill's going to come to life, who's it coming 
to life for? Itself? And if not itsclf, who's thc rider? 

4 

SPECIAL FEAIURES. Anyone mnwlng a piece of bone, no 
matter how small, from the vicinity of the Hili of Bone im- 
mediately incurs the wrath of the entire n i g h m e  race. The 
skulls have the ability of true seeing, and they watch over 
the bones like scarecrows. The next timi a nightmare comes 

here to die, the skulls report the theft and build a 
picture of the thief. Instead of dying, 

the nightmarc gallops out 

forming than all about the 
violation of the sanctity of 

to And its brrthrm, in- 

'1 r 
d 

dissipa 

+ 64 + 

the MU. The nigh- ingc 
across the planes, seeking the thief and the miss- 

ing bone, ready to exact vengeance on the part o 
their fallen ancestors. They don't rest until t hcyk  

taken the bone back to the Hill, or untll thm nlght- 
mares have passed away themsclves in the quest 

for the bone. At that point they give up the 
quest as a lost cause. The skeleton mlssing the 
bone finally becomes quiescent, its vital forces 

ting and vanishing into the Waste. 
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good counterparts can be almost as ma- 
nipulative if the ends justify the mrans. 

On the planes of conflict, most 
everyone's got something t h y  want to 
achieve. Whether the outcome serves 
good or  evil, allies can suddenly be--,  
come enemies, and almost any berk ca 
be sold for the right price. Some call it 
treachery. Still, this behavior helps ma 
the precious balance of the Great Wheel. R 
their motivations, natives of the planes of 
vide a moderating influence, assuring 
chaos gains the upper f and  or  overwhelms the multivene. 

sures a balance between the needs of the individual and 
Bynatural extension, this "codc of neulrality" en- 

the2ociety be's in. Neutral creatures have no doubt 
that there must be a fair interplay between stric- 
tures and freedoms. between rights and an-:  
an.hy. Sometimes the code favors of 
t@ individual: sometimes it ben- 

always focuses on 

' ,p 

eflts society. Either way, it JI 
4. 

I -  
/ 
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The "balancing act" of the code has a side effect: Neu 
trals have earned a reputation for taking their time to con 
sider an action. Membm of the S i  of One fit the stereotype 
well; they appear to evaluate every action from every angle 
before they act Folks of the Transcendent Order, on the other 
hand, don't match the description at all - if ever them was a 
group who didn't think before they act, it's the Ciphers. 

Here's one last tip about natives of the 'neutral" 
plapes: They're convinced they understand more of what 
the;multiveme is about than other folk, that only they can 
"gr$sp the big picture." Telling 'em otherwise is a sure way 
to jpark a fight. After all, "neutral" doesn't mean "pas- 
sivu." These folks can get riled just l i e  anybody else. 

sium. It's the river of sweet water and good intentions. 
That doesn't mean Oceanus holds no dangers; watcrfaUs 
plunge thousands of feet to the rocks below, swirling 
whirlpools take a berk down to his doom, and predators 
swfm the river's watm and lurk along its shores. 

A body looking to get someplace in the Uppcr Plpncs 
can usually just camp by the riverside. Pleniy of boat tmf- 
flc follows the river (except near the more treacherous 

i are happy to a m p t  
an exka passenger or two. 

areas), and most of the b a e m  

THB RI'. --I. S W Y X  

The polluted waters of the Styx flow 
through al l thmofthe neutralevil 

planes. efierl's fint layw is riddle 
with hog8 and canals, and most of 

them are somehow connected to the Styx. On 
ficw Gchenna. the Stvx dunaar off mmm- 

dous rlifi.  Mu& oft& d&k Gtcr disappears 
into steam when the river paase? over &henna's furnaces, 
while smaller Mbutades of the Sty% wind through caverns 

QaLELEINQ A R O U N D  

A Vdy who wants to get around on the planes of conflict 
wo Id be well advised to follow one of the Great Paths. 
Onl Bytopia lacks a connection to one or more of these 
po ar routes. The Gray Waste, for example, lies on thm 
of e four Great Paths: the Styx, the World Ash, and 
Mo nt Olympus. It's almost as if the plane were inviting 
peo le to come to it. 

Bashers traveling the Great Paths should always be 
wa , wen on the good planes. If the average traveler 
kno s these paths, it's a sure bet that lots of less savory 
creqtures know about 'em too. And such creatures aren't 
afrdd to take full advantage of the naivete of someone too 
stugid to keep her hand near her blade or a spell on her 
lips. 

IUOUN+ OLYIUPUS 

The great Mount Olympus touches all three of the lower 
p l a p  of conflict, but only one route is well known The 
moqntain extends from Arborea to the very depths of the 
Gray Waste, where the caverns of the upper land descend 
to Pluton, the third layer. The caverns open up within dght 
of Wades' realm, the beaten bronze of the Underworld 
gat9 shining in the gloom of the Gray Waste. Obviously, 
it's pne of the more dangerous paths to take: there's no 
sayibg what lurks in the tunnels underneath the mountain. 

THS RlVBR OCBANUS 

i 
I 

Ore us, the pure river of the Upper Planes, flows through 
the rst layer of the Beastlands and all four layem of Ely- r I 

- 
lit lambently by lava flows. 

On the Gray Waste, the broadest and lowest part of 
the Styx meandm this way and that. Thc river suws e, a 
decamping point in Oinos for both tanar'ri and bpatau on 
their way to Blood War battlefields, and plenty of pollution 
pours into the Styx from the rotting corpses of the flends 
that've died here. It's said that at the very midpoint of the 
plane, a vast whirtpool cycles the corruption back to what- 
ever plane spawned the Styx. 

YQQDRASIL. 
+Ha WORLD ASH 

The tangled roots and branches of the Wodd Ash touch 
thm of the six planes of codict, uniting them in a com- 
mon grain. The base of the great tree lies in Niflhcim on 
the Gray Waste, where the dragon Nidhogg chews at the 
tree's roots and nurses its reptilian young. Nidhogg lain 
near the entrance to Hel's domain, and a wlsc plmcwpllm 
soon learns to descend the other side of the tm. 

Yggdrasil stretches into the Beastlands, waving its 
leafy shadow throughout the plane. It also touches every 
layer of Elysium, although the portals into the third layer 
have been sealed. 

TRAVBL +HROUQH +Ha PLANBS 

Once a berk's gotten onto a plane, he's still got to figure 
out how to get around. Even the most leatherheaded 
planewalkm know that every plane has its own conditions 
and hamxis for travel, and those who go bliicly tramping 
around the Great Ring without a clue as to the best meth- 
ods of travel are sure to end up stuck in some powers-for- 
saken place - and at the mercy of the plane's inhabitants. 



he trawls quite a bit mom qui&. 
On the other hand, if he sumndcn 

a struggle, hc forgets 
o get to his destination in 
body's got to face: most 

ope that their wii 



. “The Perfect Wilderness” is 
o visit. A.berk who spends tim 

familiar with the 
ith nature more 

ane’s so feral and free 
in sods who spend too 

ala the sun never se 

creating deserts and arid st 
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T P I  VllRDAN+ O U U D  
(The Wylders) 

is the foundation of all life. 
have udsted for eons, and should continue 
Without the resources of the wilderness, 

Therefore, the wilderness 
d from the forces of civiliiation, evil, and 

its founding centuries ago by the centaur ranger 
Sihrnmpne, the Guild has strived to preserve the 

nd all wild places in danger. The Wylders don't 
burn down all the burgs and head back to the 
merely wish to avoid the elimination of wild 

throughout the planes. As nature is bai- 
should civilization and progress be balanced with 
mpect for the wilderness and all things natural. 

rdant Guild strive to seek this balance 
the callous dRmtaion of natural beauty. 
t leader of the Wylders is the outspoken 
unusual type of priest from a secluded 

d that suffeml mmc massive eeological disaster 
due to a unique type of magic used there. 

AND ENEMIES. 
The Signers, 
k.=tes 
and Ciphers 
get along 1 
wll enougb 
with the 
Wylders, while the 
nihiliitic and self- 
serving poses of the 
Doomguard, the Dustmen, 
and the Fated go against the 
sect's grain. 

ELIGBEIW. Any nonevil, nodlrrvful bdng CM &in t8c 
sect. Few evil cutters are intmsted in saving the trm, as 
the bres ha-& little to o m  such df-qamwl bmks in IT- 
turn. The sect is often forced to act cmertly againa the 
forces that desbmy the wilderness in the mne of 'pmgms." 

Aam/latok knows from experience wha most l awl i  the way. 

nd other races that v 

IS. Sect members learn the dircctIon scrmc non- 
: i e q  without cost. Upon joining, a cutter 
Lunimal that his msslrdqdcla Thr pl&as 

atleastosemonth. 



PLACSS eF Ne+@ + 
It's pot hard to locate interesting places on the Beastlands 

ea1 challenge is navigating the distances between 
while possibly being stalked by wild beasts along the 
[Some Clueless call this plane the Happy Hunting 
ds, but they ain't so happy once they realize it's 
being hunted.) Still, if a body's got respect for nahuc, 

M hell be left alone by the Inhabitants. 
ong the more inviting sites are the rough Signer 

Sieplpost, w b m  a body CM mtock his supplies; 
column of the Forbidden Plateau, which is N- 

beasts the likes of which even a planar'd be 
I at: a winml-clf town in the tms of Brwc: 

the wrong wayl); a flew labyrinth in the heart of darkest 
Karasuthra; and the realm of a giant-god, which floats 
through the skies of the Beastlands and may wen scm as 
a quick means of transport through the plane - if the 
storm-god's in a good mood. 

TRIB#R@VI 
(Mobile Town) 

A gentle wanderlust flils this community of wcmic no- 
mads. As the brecze blow awsa thc veldt, this * fol- 
lows game herds a m  the d a b  of KrIPIIIa. llvfnrr thdr 
simpli, spiritual Ihres off the bounty o? the lrad,-tbe% 
flare hunters stalk their prey and Risc thcir youae with 

""' , . a*.- 

6.A 



The tribal society is one of nomadic 
with the males forming hunting parties 

fruits, and vegetables, and 
eldm (whose position cx- 

them from the hunts).  he mbe carries all its posses- 
on the broad leonine backs of its citizens. Tents pro- 
helter from inclement weather, and the light from the 
ng's cooking flres plays off the dyed and painted 

th stone implements and weapons, although 
younger warriors (including Sparkleye) haw 

the plane's Signers for metal swords and axes. 
ics treat outsiders (and especially mages) 
mpcctfully, until their nature can be deter- 

st nonwil kings are ac- 
allowed to imwl with the tribe. Obviousiy su- 

maturn  such as tieflings are met with extrrme 
and some distrust. Cutters who display bravery 

THfi Sfif iLIf i  C e U R +  

m is not a permanent fixture in Bnuc - or any- 
, for that matter. The chaotic faerie membcn of 
Court wander not only this layer of the Beast- 

. Wherever the Court re- 
al woodland, which shelters 
dew in the half-llght. 
by Queen Titania. Her con- 

e. Other high-ups that 
the Court include the powers of the 

these deities and other sylvan 
,. ,. swanmays, and faerie dragons 

nhabitan&"live in the open air, in the trees, in 
er toadstool-ringed hills. A body who tlnds 

rt must be pmy. The flow of time is not 
in the &lie Co* it may flow more quickly or 
ly withln the Court than without. Glimpses of 

be secn in refldw surfaces such 
water or wen a faerie lady's shining earring. 
s that it's wise not to accept gifts of any type 

n the Court, as that may bind the 
in fealty. The only boon the Court 

e without this risk is information. 'Course, tht 
ents of the magical bower must flrst be con- 

information, and its veracity is by no 

THE $WL LeRD'S  SeAR 
(Realm) 

The owl lord is always alert, ever wise, f o m  watchful for 
prey or foes. His domain in the low branches of Kan- 
suthn's night-growing tms is a land of silent, winged 
death to any who offend him. 

As with all animal lords, the Lord of Owis pnsonitkr 
the instincts and abilities of his followers. In his human 
form, the owl lord rcscmblcs a *rise old man. with gmy 
hair and large eyes that miss notbing. Llttlc errpes his 
qulck mind. Short in statim, the owl lord's appearance be 
lies hls natural sped. 

In his bird form, the owl lord most resembles a huge, 
great horned owl with a trrmendous wingspan. It's i m p  
sible to sneak up on this blood, and he's undetectable if 
he's movlng to attack an opponent. He take8 this form if he 
must enter combat. 

The owl lord maintains no permanent abode. He and 
his flock of followm construct no shelter, although they 
seck out hollow trees to protect themselves from atom 
and high winds. They roam the fomts, plains, and mad- 
o m  of Kprssuthra for prey and exciting contests of aerial 
acrobatics. 

kc with most animal lords, unless a bcrk has some- 
thing to offer the Lord of Owls, it's unlikely that the l d l l  
have anything to do with him. The owl lord is aloof with 
those 0 t h  than his followers, not inclined to mcddle in 
the affairs of other species. He is, hawever, an insatiable 
hunter of knowledge, so brlllrpag him a tidbit of informa- 
tion he didn't haw before is 

S h a m ,  an intelligent giant owl, acts as a pseudo- 
proxy for the lord. He sees to it that the lord is not dis- 
turbed by unworthy supplicants. It's an important position, 
for many ovmager berks - Lnowlng &a to be sources of 
wisdom - seck the Owl Lord's Soar for amtirc sad bmigbt 

More patient visitors to the Sou may learn of some 
turmotl among the animal lords regarding the current cat 
lord's rfvplry with the power Bast It s~cmdl atleast some of 
the othcr animal lords don't M 
their own should be geaing invohrul 

powm who don't reside on the 2 
Beastlands. One chant suggests tbi 
this may have to do with the an' 

to gain hls &dIoon. 

with full-fledged powers, cspew 

d P  n 
a 



"down" the mountain while he's still dim 

she loves to do. ~ . q p h l l o  
ds produced here are both 

very crafter'dlabw wrnains in 
np it. Goods produced here - 



t 

Dothion*har 
mild climate 
pleasant te-; 
The I$yer e 
iences all f 
seasons, br 

I 

hate h e  la 
visit* look around and 



I 

are raised to feed the populace, and farms are nu- 

This is the layer of production and commerce. A 

the shops and workrooms of the layer's independent 
itants. The mild weather makes the folks friendly and 

c, and their love of work gives them plenty to 
aren't producing goods, the inhabitants arc scll- 
Trading burgs grow up in the most unexpected 

ds are cut over meals, drinks, or 

is the bustling town of 
d throughout Bytopia 

Yeoman on their way to someplace else. The 

us due to the pleasant weather. 

stream of goods emerge with clockwork regularity 

t handle those goods 

f thc layer extends to the natives, who are rougher, 

ground hard and rocky, so farming's not as im- 

avoid the worst of the weather. 
the layer of craft and industry. It's rich in 

especially valuable mined  deposits, and most 
materials used in all Bytopian crafts originate 
~NIY, industrious bodics who live and toil here 

also set up shop, especially those who like to be 
the aourcc to get the best selection. 

e from glorious to gloomy without warning. 

, and streams as Dothion, but the waterways run 

lurocl's waterways, he'd best seck an uperlenced 

Either way, because of the vast 

faction or scct m a k  its headquarten on Bytopia, 

but mcmbcrs visit the plane on business. Ciphers secm to 
like the place, coming from Elpiurn with surprWng re@- 
larlty. The lawful and good Brethren of the Oder of the 
Planes-Militant preach their code of eternal vigilance 
against chaos and 4, seeking converts to their cam. The 
chant's that thcy're gaining in0- in the lawfully in- 
clined plane. 

Spellcasten have an advantage on Bytopia. l"re 
fewer mtrictions on magic than just about anywhere clsc 
on the Great Ring. The most notable mtriction concerns 
elemental spells: spc at c a w  mrJor changes to thc 
land dbn't function v ell, as the plpw likes itself the 
way it is. 

'U  - 
'Cast a net and catch a gnome," bash- say. Ohemcs do 
seem to be everywhere. If a body's a Wng forthe littk 
fellows, visit the Golden Hills when their gods reside. 
Other places worth a viait indude the IUdicY(0tu Tower, 
built by a titan; a bakp grsvyud; CentaSpbe, a ecccssity 
If a body wants to trawl from DO(M0a to sh\moct by- 
iest mute: the lair of an adamudite dmgon [if a bwhds 
feeling brave); and the town of Ycomm, where nealy any- 
thing can be bought and sold, and fmtunu can change on 
the hour. If a body's seeking work, someone nurly will put 
him to it in Yeoman. 

T H S WANDS RI N 0 TRIAN + 
(Site) 

On the road from hdegate  to Yeoman, the most forhmatc 
caravans find the Wandering Tmnt Inn. ' he  inn h a great 
place to rest animals and wet ppfihcd throrts. "he dark a# 
many things comes to light over tank- and plates of 
chilled food, exchanged for pmflt, politics, or betrayal. 
Plus, the food and bub is good, the beds are dean, and the 
prices aren't that inflated. 

The Wandering Treant is, as the naw suggests, a 
huge tmant that wanders a mctch of Dothion. It am arycr 
be found in the same place twke, and at t i m s  visiton 
must chasc after it to procure a drink and a wrl. StwHng 
over 80 feet tall and mcpsuriae row 25 fea paws at itr 
widest point, the treant goa by the name of Stowmuk. Its 
immense trunk and spreading branches contain a thee- 
story building that serves as a rather remarkable Inn. 
Stouttunk has only one d e  that mats and workem mest 
obcy - no fbt allowed. 

There'rc no stables or outbuildings (since the t m u t  
would lcpvc them behind when it goes wandering), so vis- 
lton with mounts Mah their beasts to n e ,  noruenticnt 
trees. The flnt floor of the Inn consists of stonework built 
into the hollow ttunk at the trcant's base. This portion of 
the inn contains a common room with a huge bar and a 
hearth warmed by a magical stone that produces heat 



with i u  t flrc, a Ut&a iere only salads and cold-meat 
rivate meeting rooms, the stairs 
Id stairs up to tNe second floor. 
ip through the treant's roots, 
inning water! 
rmed in 

pseudoelementals commanded by Steelskin' 
live here. If a body doesn't mind having 

burg's got a lot to offer. 
ground hetween himself and the 

In the rocky scml 

as with a taste foradvwtm. 

S + 0 N BARC H 

iggest burg on ShunocL is Quaq, an undemund 

10 feet wide. The arch itself is weathered enough to be 
cllrnbpblz thouepl why a W d w a n t  to disb It ls a a a y ~  
b y .  Even at its tbncs t  point, the stone formbig the a d  
has a diameter of several &t and is fn no danger o l d -  
lapming anyUme m a  No rnaklngs, runes, orhscr@Um 
appear on the arch or in the vldai(y, FornrBst eppca~tok 
n o w  more than an intcmUnggco@qWN fedme, the 
~ O f ~ ~ ~ ~ o f t b e ~  

Chant says that the Stonearch b some ttnd of portal, 
although no one claims to bnn MCIL the rrrh iba&Ion an 
one At lcert not any bn t r  abody'd k IWy te tru& One 
addled-roved gnome mountdnm nmed Dshnvrcr says 
the cutters of Quarry usc the Stonearch as a grtc only In 
secrrt and only at certain imsulpr intcrvsls. Ofcoursc, the 
bubber has no explanation for thls sumptittous move- 
ment, nor can he say what or whom is being "gated," othr 
speculations indude: the Stoncmb is a gate to Dotblon (if 
this were so, it'd make traveling from one layer to the 
other much easier); the bloods in Quarry can eoatrol the 
gate's dcstinatlon by using diflcrrnt keys to W a t e  the 
Stonearch (If they exist, these keys must be kept sme- 
w h m  in Quarry); it's a gate to Sigil (a body'd think~very 
gate on the Orcat Road lea& to the City of Doors if he Pas 
a resident there); bandits and CMVUI robberswthts aa a 
quick means of &cape and gIvc the burg OfpuSYa cut of 
W C P L  for the usc of the gate; or that onlyrrrtpia evll 
balu hwe thc dPrlrof the gate's wolllnsr, and the cuttm 
of Quarry keep a peeryeye on the Stonlprcb not as own- 
ers, but as guards watching for any incursion of thew 
foms into Bvtoda. 



to see the greater good. They're in it 

ane reflects their twisted d 

sher with freedom, an 

' '  
mted by a dark, Windy void. ItY as though the o t h a  layers cany ;ome$qj 

mf pressure that keeps the inner orbs small. 
. ,  Of courscpvf?~ all ihacqbs.  there's bound to be f o b  who want to&;:%, : ' exploring 'em. Only problem is, some of the orbs lie hundreds, hds,l@k~r& 
even hundrede of thousands,of miles apart, npecially on the inncnn& 

' layer. So how does a body get from here to there? 
Well, he could look for a pond. But those are few and far bctmca. and 

, e  ' .they're jealously watched by the inhabltants. 'Less a body wants to pay a 
price that's more than jink. he finds another way to travel. Ifhc asks around, 
he can find someone who's got the latest and greatejt method of oh travel. 
Some of these include skin balloons, great ships that Tpel a body through 

of wrecks are scattered across the orbs), and other such nonsense. A body's 
best off figuring his own way through the void. 

c 

the air and land him soft as a feather on the ocher sid P f&r so it's said; plenty . 

six layers to it, but only the R a t  five are really accessible. 
innermost layer - or at least said they have - and from 

the son of place a body'd wan1 to visit anyway. Not, 
in their right m pdfd want to visit Calrcri in the tint 

b9 
id' d 

.. 
' 

. .  place. 
:.. , 

t 





thc ground of the orbs. No sun or stpn brlgMen 
though the nearby orbs of the same layer shine 

bent *cpr in the SLla of thirfctlows. Ind& 
er layers arc almost bright with their closely- 
orbs. In the lower layers, neighboring orbs are 

bogs. Harthegreat orbs amonly lOOmiln ape& 

lown desert, harsher than any found in a prime 
The sand b ULC ground ePag and it’s kicked into a 
by the constant wind To bmthe it without protee- 

blows hard enough between the orbs that it’s 

it’s hard to gauge distnnm on 

Occanus, half-buried bcaeath a coldly surging 

early impossible to m h .  

e creatures said to be s p p v m t d  from 
those unfortunate en@ to die on 

to the greatest gehrelcth of ‘em all: 
of the race and a minor power itself. 

e Anarchists, and it’s likely thy* at least got 

spells always turn tothemoatwll result, 

I + 18+ 



, since the inhabitants of Cathrys are folks who gave 
their animal instincts. The villagers have reined in 
impulses a little more tightly, but they'll sHu stick a 

a body's back for little ICBM)~, and occpsionnUy 
even cut a rope bridge out of sheer spite. 

Nice place, eh? It's too bad that Fetaphon is one of the 
urces of lamp oU in the whole layer, and one of the 

the entire plane. The folks here have also managed 
e the oil and tar enough to make scented oils and 

uables. The oil's one of the few reasons anyone 
here at all - there's no other reason to put up with 
rrid locals otherwise. 

far down in the mountains of Colothys, a portal 
an escape route from C d .  To reach it, a ~IXIY'S 

wn through the winding gorges. into the 
below, through the small mouth of a cave - 
he'll find himself in a short passage that 
massive chamber where the portal lies. 

body reaches the opening, he might think his 
over. It's not true. He's on a small ledge high 

d - about a half-mile above, looking o w  
's more than five miles acmss. In fact, if 

not carcfd while going into the cave, he stumbles right 
fall headlong to his doom. 

he floor of the cavern's littered with bone shards. 
are human-sized, but most are of a size that could 

peasant family with room to spare. They 

the swaying bodies and through &e fomt of bones. 
Most of the locals don't take k i d y  to acb l a m  

and they've taken to hiding between the tocs of thc giant# 
to leap down on trespssscn. Soarahacs thcy m b  pnd fall 
smaming to thdr deaths. WICr times tbcy manage to take 
someone wlth them. 

No omnipd militia mas Gallow&ome; the fob do 
as they please. If there's a crime offensive enough, the 
people pick one of their number ss the l i i  UWMI a d  
heave him over the side. It ain't real justlrc, but it's good 
enough for them. It's also somahlng that should wony a 
casual traveler - plenty of berka h m  like notbhg better 
than to watch some hapless fool go tumbli i  to his death, 
and they make up stories about imagined crime8 If it U@t- 
ens up a dull day. Fiends are surprisingly few - it's said 
they avoid the giant corpses due to some ancient fear. 

Chant's that the town serves a valuable puaosc, but 
precious few can see it. It seems that by turning the dead 
bodies into basic objects - that is. by making aare fob  
get u8c from 'em - the giants're kept dead. 'Course. this 
school of thought also says that the giants ain't tnaly dad: 
they're sleeping. By keeping the bodies bound with ropes 
and desircs, the sods who live here are actually keeping 
these giants - whether they're good or evil - frcMl roam- 
ing the planes. It'd kU1 the people here if thcy h e w  that - 
they don't like doing anythiryl for others. 

The portal, once it's bnn ma&&, is nothing rpedrL 
AU a body ne& Is a bone in his hand to activate it, a d i t  
takes him straight to Sigil. . ~ 

the entire floor of the cavern, creating a kind 
carpet that pierces anyone unlucky enough to Fall 

fall didn't do 'em in, the splky bones will. 
the bony carpet isn't the greatest surprise 

That honor belongs to the dead bodies tha 
from immense, frayed hemp rope 

The bodies arc truly huge: ea 
from head to toe. Each of 
by some immense blade. 

Most suppose the giants were the members 

esh that is only now 
the cavern, and plenty 

CS. Bridges swing between the 

meat to them. Tbey're ill-willed and 
and thcy don't take kindly to 
s too bad, because the only 



lysium holds the mrnce of all that is pure, honest, just, 
n the Great Wheel of the multiverse. ThAestful plane 

ters are the good works - whether lawful or chaotic, 

River Oceanus rises from the sea of Thalasia, E 

ed. Oceanus, other w 
layer into grand go 

ew make their homes 

the chant goes, lies beneath 

When such an evil ap- 





i TH9 QUARDIANS 
(The Caretakers, The Protect0 :r 

d avorals, and other bashers choose 
lupinals, and cerdivals for thei 

with one of the guardi 
Guardian most admires 

. ous hearts tkom the rav- 
ages of evil. Force nothing 

upon any party, and defend the 
defenseless when others' views are 

forced upon them. Do not meddle - in- 
only where there is evil to be vanquished. 
the Guardians' centuries of history, many a good- 

by t$e guardinals' ideals, the sect's organization mirrors 
guarfUna1 society. The leaders are known as Princes, after 
the Iponal rulers of the guardinals. Mages and sages model 
theqselves after the wise ursinals, rogues identify w i t h L  

Euomnmw. The sect is open to any good-aligned cut- 
ter. A berks approach to goodness isn't as important as the 
deeds she does in its pursuit. 

c 

i 
BENEFITS. A Guardian can continue to pursue her own 

goals and interests; the sect does not demand total com- 
mitment. Many informal members are adventurers who go 

tion. Most members have regular contact 

sult, the Guardians are one of the best informed groups on 
all the planes. If a member needs the dark on a particular 
topic. somebody in the sect can likely p a s  on the lnforma- 

- 
L only with others in the same branch of 

The reputation of the 
Guardlans is widespread. In 

L some places, however, it's dan- 
gerous for members to ad- 
vertize their identitln. 

berk has quietly signed on with the sect, and many 
fighting baffles against evil. Originally inspired 

about their activities, keeping a p u l y  eye out for mQor 
evils that would require the attentlon of the sed. As a re- 

the sect. 

L. 

RWIUCIIONS. 
L 0pmpnitudc0ftbc 

sect places few m- 
' strilOasmit8 
nmntcrs. Thr only 
prmptoftheJcct 

held be uost for over-50 vears-d 

se&s symbol is a d i 6  
to resent the uure light of6 

the benevolence 

LIES AND ENEMIES. The 

facti+. The only notable 
exce&ons are the Doom 

': , 

thnt Could be COE- 

Is the forbcmncc that 
til? sect's lmlebcm 

must displty. Guud- 
ians M not to be- 
come involved in 

politics or other 
\ patysqupbbks; 

they must m a i n  
dcdirptcdtuthe 

promotionof 
overall good 

t l l m u ~ t  the 

Of-,oaly 
good euttns nccd 

apply, md cad 
member must 

choose a guanihl 
rare to pattern her 

behavior after. 

multivcne. 

i 



ers than a body could shake a stick at live on 
Most of them welcome good visitors (or at least 
ne). If a body can behave himself, there are gifts 

d nearly everywhere on the plane. For example, 
of the Star provides training, healing, and rest 

Isis' realm of Quietude is a must-visit for a 
mage, as spell keys can be had for the ask- 

note to planar tourists: Don't mention Ishtar in Isis' 
vice vusa. Outright war may be uncommon on 
Planes, but rivalry's stlll alive and thriving.) Re- 
m Care is a noteworthy a d v e n W s  town, where 

from all cornm of the multiverse gather on 
Onanus to carouse, compare notes, shop for 

and look for work. Other sites include the aarakocra 
Precipice, a guardinal fortnss called Rubicon in 
le of Onanus, and the mmingly sentient Thalas- 

ges across the sea of Thalasia. 

Pa R+ I C 8 
(Town) 

ng for an ideal vacation spot might stop 
nd paradise floating where the River 
of the sea of Thalasia and passes into . It's already got a reputation as a convenient 
bringing goods from the drier layers 

ane, flsherfolk looking to rdax after a long day at 

urg is built on stilts on an archipelago of low is- 
formed when an immense coral m f  was thrust . The r e f s  proximity to 

as cause enough for a 
here. The newly built 

amboo huts attracted natives from neighboring 

islands of the archipelago. 
of the region (who simply call themselves 

they refer to as the 
deep beneath the 

f the warm tropical watm in this part of the sea. 
iking half-sea elf 

Irr 
skinbring I 
many 
suitors, but 
Anamoriica tends 
to ignore them. She spends 
her time ensuring that the burg, 
the baders, and &e flshers res& the sea 
and aU its inhabitants. 

The b a t  Shelled One that the people revere also has 
an enemy: a great kraken that, according to the locals' 
chant, lives in the deepest trench of the Thalasian sea. One 
famous legend holds that Portico'U someday be destroyed 
when the kraken awakens and meets the Great Shelled 
One in flnal baffle. The baffle wlll rage for days, sending 
huge tsunamis for miles in all directions. According to the 
legend, all appears lost for the Great Shelled One until his 
old ally, a wise zaratan, appears and turns the tide of 
battle. Locals fear the worst, however, since no zaratan 
has been sighted in the watm near Portico for decades. 

More mundane hazards lurk here as well. Utxachitl 
live and hunt in the waters near Portico. Some young 
bashers occasionally go out to rclurn the favor and hunt 
them in their canoes. Scrags also arc somaimn secn lurk- 
ing amid the coral caves beneath the burg, and one fisher- 
man claims to have seen a "wraith of the deep" in the wa- 
ters near the burg just last week. 

When not working, Portico's young cutters spend 
much of their time proving their bravery to one another; 
it's not just idle play, for a life on the sea has many dan- 
gers. As in any tropical locale, wicked storms can bod up 
from across the horizon in mere minutes, bringIng whip- 
ping winds and crashing waves. Building the burg atop 
stout stilts lcts the residents avoid all but the worst storm 
surfs, which can topple old or overloaded huts with we. 

Portico can feed and shelter thosc who visit, and the 
burg makes a good landing for those who've been at sea 
too long or simply haven't gained their sea lcga (or stom- 
achs) just yet. Fish, cmstaceans, and seaweed form the 
bulk of the locals' diet, although they bwiurc imported 

foods such as cheese. 1 

1 
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-- 
, the dead volcano. 

e only light Is that bmught by infrequent plane- 
Shaargas of the orcs lives beneath 

portals located in the ravems beneath each ofthc 

visit Khalas, for that matter) is beyond com- 

best-known inhabitants of the plane are the 
ant in their hatred of things 
to crush the Spprss of good- 
as spiteful as the tanar‘ri, as 
nd it‘s often bandied about 

e other two put together. 
n’t care for the petty considerations 
ve rUyr aware of the possibilities of 

sted, and anybody who 

ok of Keeping or no, 
ow this: They keep thdr 

the void in search of prcy to devour. They’re quick 

eir battles here as the Blood War rages back and 

safe place for them to set kip, anyway1 
magic here is affected as it is on all the Lower 

a, as if the inhnent ugliness of the plane crushed 

its totally inhospitable nature, Gehenna‘s still 

p e  LINQ De 
( T O W )  

Near one of the many waterfalls in Khalas slts a eily of 
g h t a  called Po Ihg Po. It’s aprouadcd by a shrad of hot 
m b t c s s t u p b y O l W O f t h e ~ O f t I € ~ I l S i t W a % b  
ihpollutcd way through thc layer. Tbc steam b rdd ta k 
puriRcd Styx water, its kmlnem btlaned amy by the iatm- 
sity of the lava. Some even claim that the rtclra clemnsu 
them of old hptrrdr and impure dcsirrs, s n d ~ r e t a u t t h e  
misty shorn of the waterfau to ppprrdsnit Inom mlctsy. 

The city’s b u t  in an orlenhl style, its sbpiag raofr 
and decoratkc stmts provicuag a lplcrtry atr ofaYrrayt0 
the fog-cnshroudcd town. A kind of rcvuent rilearr f i b  
the city: a body fcets the nced to keep hie pere, or at tert 
speak in whispers, while he’s within its bounds, Os& the 
sounds of volcanoes cruptlng far in the dlrtrsec md tRe 
slow drfp of water from the tiled m€topr d&u& the si- 
lence. Even fooffills am muffled b. 

Po Ling Po foruses p m l y  on form, witb little rega~I 
to function. A huge graveyard sits in the ca ter  of town, 
and that’s where the natives mpLrthdrcasm.At a ccrtaln 
hour of every day, thcy rise up from their q u k t  graves 
and pass through the town, buildlngup the ctty n addlng 
decoration to it. They me& speak, wen to visitors, prtCr- 
ring to let thdr tattoos speak for them. 

See, each of ‘em has his entire life story tattooed 
a m s  his body. The tattoos (paw and change with Csrb 
passing day, reflecting the deeds am3 thoughts of t8C soul 
wearing ’em. Just a word of warning to the wise A body 

wardly passionless and wearing hid 1% rtoaJl w hb ddn 
for all to sec. 

The whole town’s run by a blood who gocs by the 
name of T’u Rien. He’s the one pcrmunat midlnt wba 
doesn’t have tattoos &etched acmm Ida Sttn, SBIlrrrybt 
feeds on the stories of his pcople. pad that’s wht  keep 
him from having to show any of hk own. He’s lcrn ofjaw 
and quick of movement, MWT w d a g  I step OQ a wad, 
and mighty quick with a daggerwhen he accdr.to k. A blt 
of sharpness hide in his smile, and w k n  a hdytclk, to 
him, it always seems T’u Rien is sizing up the other’s 
strengths and weakncssa 

Plenty of tales have trpvdcn disclppcprtng after vidt- 

proof of any wrongdoing, and even if thm wag, who’d 

”he town can muster a fairly formidable grawp to 
repel trouble. Despite the outwardly Iackadaidcal de- 
meanor of thc locals, a dnp psrs3aa h u m  in them, and 

way of life. Many arc expcrt martial artists, bphrcd to u$- 

Who StPyJ too long in this eads up lih thea - oub- 

ing this man. Of coune, ttpcy‘mjust th8t - taks. Tbm’s 80 

punish it? 

they’ll risc up to kiIl anyone vrbo thatelm thdr tranquil 



additional weapon, too: They can animate 

only in the flercest 

d at wood- and stonecarving. 

for most travelers, the natives 

, the memory's gone forever. 

R U L Q I S '  C L I P +  

everything's frozen snow and burning lava 
rice. Most folks take this as their cue to live 

swell away from the 
land above. But a fcw've chosen to brave it 
rface. They've gathered in a town called 

tougher souls a body 
and the burning ice, . 

h-d 
are watched o v a  

tainsidc, extending back for ~ r h a ~ s  a mile before ending - - 
at a blank wall. 

The locals are all hideously scamd, the skin burned 
away to mrcpl the play of muscle for all to scc. How'd they 
get this way? Well, mry once fa a wMk they fccl tk mal  
to soothe Loviatar's pride. By staying outside her domain, 
they understand they might k wounding her vanity - ami 
so to appease her, they mprcb out into the btunbig ice and 
let the snowstorms c a m  away tkir f e a m  in what thcy 
call 'Loviatar's Cares." It seems to work, since they've 
nwcr brm attacked by the vmecful power, 

They're eager for everyone to understand the n m s -  
sity of this ritual. In fact most visitors to the city are en- 
couraged to take part. Visitors take the usual damage from 
hanging about in an acidlc snowstorm, and they're scarred 
for life (though not as badly as thosc who live here, who 
do this sort of thing all the time), but at least they won't be 
cast out into the storm naked, with no hope of bckg ILPC- 
cepted into the city. 

This ritual happens once every swenday. If a body 
manages to make it in and out of town before it comes 
time for the next Caress, he's a lucky sod. 

Aside from being a place where a traveler can find 
shelter from the storms outside, the Cleft is also M w ~ l -  
lent place to f i d  all manner of ctched wm. Silver, wood, 
metals, gems - the list goes on and on. The Cleftem bpve 
turned their pain into profit, and they gladly exchange thck 
services for Jink. Their work is renowned among colkctors, 

to make sm OthCR F su* as they do. 



&lost sods akume that the heart of the LowerPlanes - the lo 
the Great Ring - must be the most evil spot in the multiverse 

on 
use 

of that assumotion. thrill-seekers are 

s 
disappointed-by their first glimpse 
of the Gray Waste. 

After all, when bash& come to 
a place where they suppose evifs the 
oniy focus, they expect to see roar- 

,~ @$ depravity worse than that of the Abyss and 
, deep-set corruption more vile than that of Baator. 
They expect mNaughterhouse, rich with the spat- 
tered blood of a multiverse's worth of victims. 

I 

.. 
a gate onto a Blo 

nd. (They also get entered i 
t for the most part, they'll 

main danger seems to be dying of bore 
and doom, not high-spirited 
with unimaginable tormres wreaked upon s 

rue1 powers chuckle 
rks across some5ort of cosmic chessboard. 

ent and guilty alike. 
pawns as they move 

Hefit'evetything's gray, almost JaSthout exception. Beyond the barriers 
een layers and the occasional power's realm, the plane's eolors vary be- 

en bone:bhChed white and inky charcoal. Bright colors brought to the 
e fade after a week or two, their vibrency dimming almost as soon as 

ed colors shine IiEe beacons in a sea of dullness and 
, looking at colored items is almost like staring di- 

rectly into the sun - blinding addpainful to the eyes. A body's got to figure 
that if it's IiKe this for a planewalker, it's much wdpe for the native& + a 
rare show df e-mtion, they may go into a frene, bludgeoning and tgring at 
the.color-wcg?ni offender, though they're carefuknot to draw b l o 4  - 
thatk got coiorh it, too. Of course, internal bleeding's another matter. . . . 

The tonstant glapm pervades the plane and touches the spiriRof 
ryoqe .kre, planar and petitionq alike. All the emotions normally 
ed with happiness and &\-being are drained from them, leaving 

dust and despair. Like any colors brought here, emotion leaks away into 
ste and is replaced with a d iriw, yearning void. 

A body travaing throug Gray Waste is likely to experience 
ely viVid dreams. Though they seem pleasant, evoking past fantasie 
sires, t h p  dangerbus. See, once a body experiences the 

l b  D e w +  CARE, 
AND &De"+ CAR# 

Y e U  Dew'+ E+, - VIAR+U"dir ORIY, 
of these ams, he won't feel them again. The place exerts a 1 *,.. & drain &desire and wit4 and if a body values his life's passions, he'd 

do well to steer cleardf the Gray Waste. 
The.Waste, as the centeh,of the Lower Planes, is tllled with berks 

from all bver the muitiverse. Some are here for the Blood War; others 
are here becaus? they see it as a trader's mecca; and still others are here be- 
cause they've htard this is the ultimate in evil, and,they want to see what 
that looks like. Many remain because they lose the d 

The plane hss three layers, each different yet ea 
first layer, Oinos, serves as the main battleground of the Blood War. It's a re- 

craters, and stunted trees. It's also a land of 
bodies of the war's victims pile higher and higher. The 

the air as the bodies fester near the River Styx and 
The layer's awash with virulent disease, 

Uy assured of catching some sort of 

SI#K-W= usro#w@ 1 "S 

,' ,A 
' c" i 
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and a body should know that he's 
rot or another. 

i 



i 



The second layer is called Niheim, after the hall of 
owcr Hel. It’s a layer 

and pine tree& mC of the disease that ravages 
rbrush grows rampantly through the layer, 

most like a prime world - if it wererit for the 
ng grayness. It’s said that the tmJ and under- 

besides mumipg sight and sound 
and smell, prevents most mis- 

sile combat. The terrain’s a little 
more rugged than Oinos; steep 

bluffs and sudden 
ravines carve 

The thM layer’s called 
Pluton. It’s much like the 

less wriggling worms. They’re herded dong by the night 
hags for sale to pow& rrc.turra a m  the #mws. Lor- 
vae an the currency of thc Lower Planes, wltb no mom 
reason for existence than thar usefulness to somebody 
else. They might get promoted into solsc Acsdish form 
but it’s more likely that they’ll be uscd as qwli CapYloamtJ 
or offerings in some arcane ritual. 

A step up from the l a m  uc the hodhgs .  It‘s d 
that~otwoareal ike,butthac’rrsompngd’~&~im- 
possible to be sun. They‘re constantly ra 
the Gray Waste, doing as they will. They m r  destroy 
thdrcrwn kind, but with any othermatun dl k t s  an off. 
some creature3 they leave alone, OthCRfre dutmyed *- 
out warning. One school of thought tepchcs that bordliDgs 
are actually petitioners who’n so W e d  hy tBcir h.trrd 
that they’ve mutated into these creatures - thdr b a r  ha- 
tred has become their outer deformity. Since cvcqonc 
nurses their malice a different way, their appearances are 
all different. If this is true, a body’d have to admire the 
steadfastness with which the petitioners hold on to their 

hate: one SUDDOSCS it’s better 

LclDIs 

than giviig in to the utter 

makn for a gloomy mlMtgrolcpQfMttve 
cmm is thcni@ luga Nconc 

know who they wen otwhac  they came 

am, and olive trees. W are dyhg despair of the Waste. 

and the crumbling gran- 
al p i m  of statuply rf2- 

from. but everyone seems to know wha they‘re doing 
now. Pmblem is. no two bmks seem to sbuc the same 

I 

1 

des, m-ped and helpless to mist this fate. 

ste are predominantly 
and despair. They’re a gloomy lot, 

and Wr spheres of influence. It aln’t a good idea 
o give the laugh to a death god, but then’s always 

0 th .  Most of them have 
ost powerful maintain a 
up. Chant is that w h m r  

controls Oinos, the Ant layer, and the 
ut to give up a prime spot in the Blood 

can expcct to see plenty of baatmr 

cground. They draft anyone they can into the War, 

opinion. Some say the hags am thc cdmdhents of mortal 
drr9ms. corn to snatch away thc diems  of the ducky. 
othnssaythe hags aresimplytk mcrrhane of the h e r  
Plana, buylng and s e U b g  what MhcR want or need. Sa 
othns claim the hags arc tnnrffearrd larvae. wMch a- 
plains the hags’ ability to turn sods into larvae. It’s dl a 
bunch OfJPmrlation - what r d y  mattem is t&t thc hqfa 
are a bunch of nasty crones with the uncanny abliity to 
put a body into a spot hc Mnitely docsn‘t wutt ty1 kin. 

Othcrwk, nightmares arc common, and that don’t 
mean just bod dreams. A coupk of tactions am tcgtrtlvcbr 
assodated with the plane, though none arc willing to 
admit i t  Ihc Dustmen am fssd.ptcd bythcllQdrofdmth, 
whlle th@ BkaLm come to aoak up the caspoadcllcythat 
prmnaJ the P I a E  

Magic on the Gray Waste mffm from a pn* ualque 
chanecs. As a b o c t r m t e b t a p c c t , s p d l s t h t ~ i t o o d ~  
don’t sccm to function. Divinatbua an thgd rtth r*l- 
ness, and it‘s said that a body cPrting these rpclls kuhga 
that despair down on him$&. 

Charms don’t function as often bnc as thcy might, 
but when they dothe msult‘s &cbi@&$ It sups a berk, 
out ofwhatever sad mnrlc be’s in, bringing bfs bDps and 
dcsircs flooding hack in a great ash.  He’s ahroiuttly 
grateful to the mater for as long as the spell Contlnws; 

as the manipulation it was. And thca hc fails into an cvcn 
deeper funk if he’s not taken from the DIRBC ridt mkk, 

when it end& he2 hate t h e ~ ~ u w b c w a  th rpdl 

+ 30+ 



the fact that the place is mostly gloom and doom, 
laces are still worth visiting. Among these are the 
g Tower of Khin-Oin, where the yugoloths plot their 
es; the town Death of Innocence, nestled among 
m’s woods, where the residents hold out hope 
the plane’s influence; Hades’ realm, home to great 

kings; the living town of Corpus; 
ltic god of the dead; and Niflheii ,  

and unsung peasants. 

W@ LCgD@S+eN@S CgP IUISBRY 

I 

If th 
‘ ,te drains the emotion out of every sod who comes 

linchpins of the Gray Waste itself, the 
at hold it together. There’s known to be at 

but It’s quite possible more exist. 
stands about 1,oOO feet high, and each 

man’s height, in a language no one alive can 

the runes light up with a 
onto the ground below. 

wash over him, Invigorating him with its 

belisks to gather a f o m  so strong it’s beyond 

man& the obelisks 

?‘Ha T e W N  A+ +H@ C @ N + @ R  

E m o n e  knows about the t h m  layers of the Gray Waste. 
What most don’t know is that the layen aren’t all l i d  up 
nice and neat next to each other - there’s a point in the 
plane where all three layers touch. And Destltd across this 
point is the Town at the Center. 

It‘s like the rest of the plane in that it’s a strange mix- 
ture of bmtality and sophistication, combined with the 
usual brand of apathy that so characterizes the Gray 
Waste. 

The place is ruled by a tiefling who looks to have 
more than his share of yugoloth blood running through his 
veins. He’s tall and pale, his bald head gleaming in what- 
ever light’s brought near. His name is Dandy Will, and he’s 
said to hold an incredible amount of power in his two im- 
peccably manicured hands. He speaks In a soft voice that 
resonates deep in his chest, but he’s not above rsistng Ms 
voice to get his point across. He’s smooth and sly, not to 
mention animated - a true rarity for a mortal in the W e .  

The town’s said to have some ability to mist the apa- 
thy that drains everyone in the Waste. The truth of this 
ain’t known; a body‘d think that something in the center 
of the plane’d be mrc susceptible, not less. Regprdleaq the 
people of the town seem to be a livelier bunch than the rest 
of the plane, though some of ‘em have the dead stare of the 
gloombugs. 

The town itself is a strange mixture of the three lay- 
ers. It’s divided into thm qual sections, like the pieces of 
a great pastry, all of which come to a point in the very 
center of town. Each part of town’s separated by an invis- 
ible line (though the Oinos side is quarantined from the 
other two by a wall with only two gates - tbe guards don’t 
want disease spreading through the town), but a line which 
is tangible nonetheless. A body feels it when he steps 
across the line as a change in the air. Each part of this 
walled town has a single gate that leads to the outside 
world, a gate that’s always open except during particularly 
nasty battles of the Blood War, at which point the town 
seals up tighter than a miser with all his jink. 

The Oinos side of town’s add and dry, and precious 
few plants grow here. Though the avenues are sfmight and 
wide, there’s also a dilapidated feeling about ‘em, as if they 
were getting ready to fall apart at any time. The bulldings 
arc ramshackle and catch-as-catch-can, made of scraps of 

(Town) 

many ods --and thaesome- 
one“ ould be a force to be 

I 
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different materials, whatever a body can scrounge from 
the waste heaps that litter the area. Only the very lowest 
live in thls slum. The disease that ravages Oinos has some 
influence In this sector of the town, but it’s not nearly as 
virulent here. A body who’s coming from Oinos to try to 
reach one of the other parts of town has to go through 

quarantlne here flrst - a day in a sterile gray cell 
separated from everyone else. 

NiAhcim’s sector‘s quite a bit better. It’s more 
of a rnuah-and-tumble pioneer town, a place 



w4ere warriors can come to m t  between exploits or lum- 
quaff ale to quench their thirsts. Everythine in 

town’s made of wood, and plenty of carpentem 
throw together just about anything a body 

or need. Taverns and kips arc scattmd about 
profusion. The main market’s atso hue; vendon 

the place offering their wares. Little shop- 
on anyplace else, at least for the common sod. 
is the working brrk’s district, a place of honest 

nt hatmls. There’s little subtlety here; if a 
to hurt someone, he usually does it by punch- 
in the face or stabbing him in the gut with a 
no sophistication behind it. 

That ain’t true of Pluton’s side of town. This is an ruea 
granite buildings, hewn from living rock 

aster artisans to fit the nccds of whatever 
de. This is the zone of the 

get their hands on to play each turn. 
The palace of Dandy Will stands in the center of town, 

at e focal point of the three layers; it’s a monument to 
his willpower (so to speak) and his ability to draw this 
to n together. Though it was originally built long ago, 
Wi has taken the place for himself and never mind any 

ments against it. 
Will’s palace is accessible through a gate from each 

wn, but the gates’re manned and carefully 
nyone who wants to get in has to state his 

iness, and make an appointment, A little gar- 
greases the wheels, but it usually takes about a week 

th and streamlined, though great 
1 every so often in a rcminder 

ng to come out of the place alive. 
ere’s a great obelisk from which 

s his power, but the center of the palace is c l o d  

and mortals. Yugoloths serve in the militia, as 
atezu and tanar’d. Oddly, none of them hold any 

-i 

. . -  
guards tell ’em to do. 

Thc most appealing feature of the town Is its locatioa 
Situated as it 1% It’s a nahual spot for trwclar if they‘re 
trying to get around thc W e  quickly. Thy don’t have to 
deal with traveling on Yggdrasil or Mount Oiympw, or 
finding themsclva a portal to get from one layer to am- 
o k .  lhpt makes thisa g m t  
market burg; since weryonc wanta to corn thu@ hem, 
it’s an excellent place to find exotic it- pad even Wear 
more mundane. Thc town tMvn on the murhtt, 

The odd thing is, there’s no toll for passage tbrwgb 
the town. Indeed, the place’s built to mow pcopk in and 
out quickly. Makes a body wonder 

somesortofsoiri- 1! 
what the motive behind 

the town is. Is there 
. .UU 

Is there something 
in the pelarc that 
subtly drains those 

th10-7 NO- 

knows, but it’s 
on everyone’s 
mind. 
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*- In Which the Heroes travel the Paths of the 
Dead. and come to Bargain wfth a Pourer. 

NUMBER OF PCS: 3 to 6 
LEVELS: Low (1st to 4th) 
PCs PREFERRED: Any, but they should be planars or at 
least familiar with the planes. 
FACTIONS: Any. Dustmen and Bleakers may be most 
comfortable on the Gray Waste. 
SYNOPSIS: The PCs are called upon to bring back a 
hero from the realm of Hades. 

I I 
] U S +  A DRf3P 

@F WA+ E R, 
A C R U m B  @F B R E A D .  

I BEG Yf3U . . .  - TAN-kALUS. 

mi adventure takes the PCs h m  Si@ to the Gray Waste Itself, see&# UIC 
spirit of a man wrongly consigned to Hades' realm. If they take a w r q  
they'll end up as hag's stew or worse, their bones slowly Srayine on tba 
of Pluton. 

The DM should be very familiar with the material on the Gray Waste la 
Liber Malevolmtlae. It's important to keep the drainlng influence of the W r C  
in mind as the PCs trawl the plane - they might frll vktim to it th-! 

Also, this adventure involves the PCs dealing directly with not one, bat 
two gods (Hades and his wife). The PCs should k properly humble when dab- 
ing with powers, and it's the DM's duty to imp- on them tbe utter * 
that surrounds the gods. If any of the characters get out of line or act tlip tm 
Hades, there's little doubt that he'll reach out his mighty hand and crush tbt 
impudent ones. This Is his realm, and in his malm he's newly omnipotent. 

I This adventtm is recommended for PCs of 3rd or 4th level. With a ww 
little tweaking on the part of the DM. higher level charactm cab 

. 

The PCs are still fairly new t ventyring concept, but they've proven 
themselves once or twice ting baffles. Naturally, along the way 
they've lost a friend or e, and if they should take the time to 
mourn his passing in a@ m, their somws are noticed. Whether thcy're 
In a graveyard a bubhouse ply on the street, a respectable-looking man 
iresscd in the manner of Dustmen appears before them. He says, "I'm s m y ,  
but I couldn't help but hear that you've recently been bereaved. Well, I've got 
certain sources that can help me track down yourfrfend and possib& return 



. . ,  
His name is Jalaci Avorl 

(P1/6 half-elf/T4/Revolutionary 
League/N), and he's not actually a member of 
the Dustmen. He just dresses that way so as to ease 
the mlnds of anyone who Fears being bobbed. He's 
actually an Anarchist, but he's a fairly friendly man, 
and he's got no intention of cheating the PCs. He'll 

ri 

even accept payment when they get back from the 
Underworld, but he does warn them that his sources can track the living as well 
as the dead, if they've got any intention of peeling him. 

IFthey agree to have him begin his research, he tells 'em to meet him at this same 
spot at the same time tomorrow. He does have connections, and he won't steer the patty 
wrong. If any of the PCs decide to follow him, they simply see him enter some taverns, speak 

I .  

with some people, and disappear into a back 
room with one of them for a time. He leaves 
that last one with a map in his hand and 
a scrap of paper. 

Should the PCs want to verify 
his story and his sources, they can 
speak with his contact, an unkempt 
old man who's obviously been 
plane-touched. He's got the stare of 
one ob the gloombugs of Hades, and 
his speech is slow and monotonous. 
He's staying at the Kissing Mudhole, 

The old man says and does 
nothing to acknowledge their pres- 
ence. If the PCs try to talk to him, 
he doesn't wen look at them unless 
they put themselves in his field of 
vision, One of the other patrons 
comes over and says, "Don't mess 
with 01' Xoln. He's o gloombug, and 

i a dirty little bubhouse in the Hive. ', 

ty to him, and we'll make 

I right?" If the patrons 
that the PCs have 'im- 
Xaln, 10 bubhow thugs 



Xaln can't answer questions regard 
ing petitioners of any other planes, anc 

he won't speak of anything except 
things on the Waste. The locals have 
theorized that he was given a horri- 

ble gifl by the plane, and now he 
tries to block the knowledge with a 
copious amount of drink, 

f H ( 3  
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Jalad Avorl shows up 
punctually the next day, 
with map and informa- 

tion in hand. DM 
NOTE: This informa. 

PCs' success, ape-  
dally the hint 
about dealing 

with the 
Hound of 

Hades.) 

... 

*All right, " he says. "I've done my digging, so to speak. 
I've hated yourfriend, but I can'tJLah Mm. YBpLal IMw fa 
do that youme& See, he's In the mbn of Hades, and, wU, 
that's not a place I'm cow@iuble going. Ho-, I'w go? 
this portal key that'll t a k  you to Mount Olpnprs BIT Ar- 
boma, and a map to lead you dorun t h m g h  the c a m  sf 
the Mount. 

'Couple things you ought to keep in mfmf," 30W eon- 
tlnucc. 'To get into the Wmuortd, you'll have te get pwt 
the Hound. Chant's that the bnrt can be M k d  UM SOI)IC- 

thing valrcablc to you. And Hades ofa't too keen 011 kniw 
his pciftionm go, so you'd be s e l l  advised to kave 
thins that'll impress him enough to let yau U k  tkfs sod 
from his malm. Eithcr that, or some potnt of law that71 tell 
him he has to let yourfrfcnd go!" 

No amount of persuasion can convince Avorl to ac- 
company the PCs to the Undnworld, though he &#t go as 
far aa the entrance to the c a m  with them. If he ammpa- 
nies them this far, he insists on receiving his full payment 
before he g m ,  with a bonus of an addttlonal500 gp. Hc's 
not in this business to take risks; he's here to supply Infor- 
matlon so others can take rirtr. 

Give a copy of the map on this page to the plpym. The 
portal key to Arbona is a small brass lightnlng bolt. The 
portal's in The Lady's Ward, In a Qessing room of a clothing 
store called The Sllk Worm. The shop catvs to c l ~ s r y  clients, 
and the merchant's more than a little irritated to have all 
so* of berks bPrging in to we the portal. He shouta at the 
PCs as they head through, but take no mer action. 

HIGH-LEWL PCs: Instead of the 200 gp, Avorl aska them 
to bring something back from the Underworld as payment 

A V e R L ' S  M A P  I 



ne mlgnt as* for a watenkin of Styx water, dirt from the 
base Qf Mount Olympus, or a branch from the white laurel 
in Hages' willow grove. 

THH Q@A+'HBRD 

Wheq the PCs arrive on Arborea, they find themselves 
withig sight of the great Mount Olympus, rising fmm the 
earth of the layer as if the plane around it were unimpor- 
tant. dlive mes and poplars abound, groves of them casting 
shad* in the Arborean daylight; a grassy clearing Iies not 
far ahead. Goats gambol on the field, watched over by a 
goathtrd named Petra Kourakis. 

If the goatherd happens to see the PCs lurking about, he 
insta tly assumes that they're here to steal his goats. He's 
not v 1 ry bright, and he's positive that someone wants the 
goats,tand he does his best to defend them fmm thieves. His 
best upually involves beating the suspected poachers sense- 
less. Only priests of Apollo or other Greek powers can con- 
vince motherwise. 

$fortunately for the PCs, the goatherd is one of Apol- 
lo's *ny sons. As long as he's in the sunlight, he cannot be . His wounds close instantly, and even hard blows 
barel ddeT faze him. Only if he's lured into shadow or darkness 
is casd over him can he be defeated. Even holding a blanket 
over Uis head is enough. 

~ourakis is tall, thick-bodied, and his skln practically 
gIowslin the sunlight. His hair is golden, and it seems to give 
off a lilt of radiance itself. 

I 

~KOUR HUMAN Mur AC 7 (no armor); 
MV 12; hp 18: THACO 19 (16 Strength and Dexterity); CAT 
3/2: Dpng ld6t7; SD can only be defeated when there is no 
~un~i&t  shin@ on him; sw falls immediateiy unconscious 
In dar)mess - shadow makes him vulnerable to injury; MR 
IN n es below: SZ M (6 feet, 6 inches tall); ML fanatic (18); 
ALC 8 ;XP650. 

Nbtes: Cham and enchantment spells have no effect on 
P m .  be cannot be incapacitated by magic while the sun shlnes 
on hi@. Sunlight Instantly regenerates his wounds. 

SI 18/92, D 17, C 16, I 7, W 10, Ch 13. 
Ffmwmlity: Arrogant, egotistical, combative. 

ccfal Equipment: Goat's cmok acts as a quarterstaff; 
small ? I lade concealed in one end allows it to be used as 
spear., 

once the PCs have defeated Kourakis or gotten past 
him, 4ey can proceed to the caverns of the Mount. Ironi- 
cally, Bs they leave, they see a group of bandlts stealing 
goats From the field. If Kourakis is still incapacitated, the 
bandl make no pretense of stealth. If the PCs have some- 
how ade a deal with him or escaped, Kourakis sits on a 
rock ayhg a lyre, while on the other side of the valley a 
band I f ragged peasants lw off SorCIpl goats. 

I 

The cave smells foul and gas occasionally pufB h t h  ftom 10s 
inner ret- Though it bears the stench of comptlon, the 
gas is bnrmkss. At the back of tbe c a w  a dank passageway 
leads CVCT downward. The stench of the gaa hqumtly prlses 
from this passage, and the air's humid and ripe, like a rotting 
corpse. The map Avorl gave the PCs proves to be wxprlsingly 
accurate for much of the way, with only a few mlnor mis- 
takes. These mistakes cause maybe an hour's worth of back- 
tracking total, and are not at all llfc threatening. 

The trip is not totally unpleasant; some of the caverns 
inside Mount Olympus are beautiful, with pink and blue 
lichen covering the rocks like some sort of weld frrsro. The 
passage opens out into caverns that prove to be huge beyond 
belief; it's hard to grasp that some of them arc underground 
caverns, so Rued are they with Ught glowin# from the rocks. 

Othen, of coune, are tiny and damp, and the constant 
smell of rotting eggs dlspeis any notions the characters 
might have had about the peacefulness of this place and its 
origins. Yes, it's beautiful in places, but there's always the 
reminder of the corruption that waits below. Also, the PCs 
occasionally come across the bones of other wanderen. The 
bones don't look like they've been damaged In any way; it 
seems as If their owners just up and died. Starvation, poison, 
loneliness - all are possibilities in the caverns under the 
Mount. The DM can also assign random encounters; sug- 
gested creatures include bacchae. satyrs, oreads, und any 
monsters of Greek myth. 

After a time, the party has to make camp. The trip 
proves to be longer than they might have expected. As they 
settle down to rest, they're attacked. Read the following 
aloud 

The sound ofgalloping hooves echas  thmigb and part 
the place you've chosen to bed down. As you jerk your@to 
readiness, you see a centaur buntfbrth from a nearby pas- 
sage, and he's headed straightfor you with bloed in hfs eyes. 
Festering wounds COYCI both of his arms, and yon can scc 
the lines ofinfection as the sickness traces ih way @wrd 
his heart and mind. It's apparent that the discnee has driven 
him mad, and he's intent on showing you the#& rxtent @ 
his madness. 

ICHTHION, CENTAUR MALE. FIGHTER 3: AC 5: MV 18; hp 24; 
THACO 18 (17 with lance and dagger): CAT 3 or 1: Dmg 
ld6/1d6/ld4 or ld6 t1  (hooves and dagger, or lance); SA 
charge with lance (2d6+2 damage): SZ L (8 feet); ML elite 
(14); AL CG; XP 120. 

Notes: The rusty dagger causes diseaK unless the wound is 
immediately tended 

S 17, D 15, C 10, I 14, W 15, Ch 14. 
Personality: maddened: once healed, reasonable and 

helpful. 



.-.= the centaur fights, he babbles of 
blood, blood offerings, and the dangers of the 

aft life. He is being driven slowly insane by his festering 
wo ds, and he fights until subdued or killed. 

wo nds and restore him to health. A simple cure light 
w nds Is enough to drive back the infection. Out of grati- 
tud , the centaur tells them his name and his story. 

"My name is Ichthion, and I was patt of a delegation to 
see the Lord Hades to petition for the life of my father. My 
father was a great centaur, and we think he passed away be- 
fore his time. We reached as far  as the gates of the Under- 
world when we were attacked by some of the petitioners of 
Hades' realm. The rest of the parry was slaughtered, swept 
u n d h  by sheer weight of numbers, but I happened to remem- 
ber some of my lore: The spirits of Hades love the blood of 
the living, and spilling it on the ground distracts them from 
the blood inside your veins. As a matter of fact, that's how I 
got the infection. I used this," and he waves a rusty dagger, 
"and I'm afraid the cure was almost worse than the disease. 

"But while I'm rattling on, do you mind i f 1  ask how 

1 ~ If the party subdues the centaur, they can clean his 

.3 

by this way? Not many folks know this route to the 

If the PCs show him the map they got from Avorl, 
his head. "No, this map is  leading you 

hag's den. One wrong turn here, and 
right instead of l e f ,  go down the 

out at the base of the Mount." Of 
they won't gain this infor- 

(after all, they're going 
had enough adventure 

map does, indeed, lead to a night hag's lair. A sin- 
stands guard outside a small hut in the center of a 
ized cavern, hopping impatiently from one foot to 
When it sees the PCs, it gives a raucous squawk. 
for the PCs that the hag isn't home. 

: AC 0; M V  21: HD 6t6; hp 30; THACO 15; 
mg ld12; SA spells; SD spells: MR 3m; SZ L (8 
unsteady (6); Int low (5); AJ. NE: xp 2,OOO. 

rath can cast the spells audible ghmer and weak- 

, and seck only to leave Olympus. 

and jump twice per day. 

S: The night hag is home; she comes rushing 
see what the commotion's about. 

The PCs can (and shouldl) flee through the tunnels of 
the Mount, but there's a 40% chance they become lost. If 
they do get lost, one member of the party must make an In- 
telligence check with at -4 penalty. If it fails, the party wan- 
ders under the mount for Id4 hours. Another person may 
then attempt the check, and so on through the party. If none 
succeed, there's a 25% chance that someone comes along 
and shows them the way. Otherwise, it's at thc DM's dime- 
tion whether or not to let them get out. 

Eventually the caverns open up into stale, dead alr; it's 
a change from the sulfurous stench of the caverns, but not 
necessarily a good one. A joyless gray sky strctehn out 
above the PCs, and it's appamt thcy've left Mount Olympus 
behind them. Before them stand the bronze gates of the Un- 
derworld, the realm of Hades. Even as the PCs watch, thelr 
clothes begin losing color: the wasting tan of the Gray 
Waste is beginning its work already. 

+ THB R8ALm of  +nm D€AD + 
A line of petitioners flows in through the opcn gates of the 
Underworld, passlng close by the snarllng maw of Catmus ,  
the guprdian hound. Its three heads sniff each and ~ n y  one 
of thc paitionen passing by; evny once in a while, it lunges 
forward and dwoun one. The hound's mouth drips with 
blood, and the screams of the pctitionm k i n g  chewed on 
echo amss the Waste, though the screams thcmslvn r c m  
to fall flat, as if their luster were consumed by the Waste as 
well. 

The end of the line of petitioners is drawing near. The 
bronze gates are beginning to close. ["hey'll close com- 
pletely in ld10t2 rounds.) Ifthe party hurries o m ,  they can 
squeeze into the line. If they don't, they must wait a week 
until the gates open again; during that time, they face the 
possibility that the Waste will dwour their sptrik Slipping 
over the walls or opening the gates is impossible. Any PC 
who tries to climb the wall finds that it snms to m h  up 
into eternity; hell have to climb down as far as he climbed 
up, though it looks as if he's only 10 fnt above the ground, 
no matter how high he goes. The gates cannot be opened, 
though they toll like a giant bdl if anyone strIka them, 

If the PCs try to slip through the gates More they 
close, they can join the ranks of petitioners. However, 
they've got to get by Cerberus first. Two things betray them 
to the dog. First, they've still got color to them. Second, Cer- 
berus can smell the living, and it don its l w d  b a t  to keep 
thcm from entering the Underworld. The dog won't attack 
the PCs as long as they don't try to get past it. 

CERBERUS, THE HOUND OF HADES: Ac -1; MV 24; HD 22; hp 
176; THACO -1; #AT 3; Lhng Id12 (bite): MR 15%; SZ G (30 
feet); ML fanatic (18): Int high (12); AL NE; xp ia,ow. 

Notes: Cerbenu can be bribed with aomdng W s  of vplw 

to the giver. The Hound,  contra^^ to appearances, willingly nego- 
tiates, but mnst oenalc attack it. 



qhances are the PCs won't be able to defeat Cerberus in 
physiQal combat. The Hound is just too powerful. If the PCs 
want 40 try, they can, but a few successful hits by the Hound 
shoulq make them change their minds. 

rprisingly, the Hound is susceptible to a contest of 
wills. uring physical combat, if a PC can make two succes- 
sive s vlng throws versus spell with a -2 penalty, the PC 
wins he battle of wills - if he isn't tom to s h d s  by the 
Houn 'S teeth in the meantime. If everyone attacks, they all 

for the party to pass by. (Most folks aren't willing to 

need to make the saves, so a one-on-one approach is the 
Pc's qest bet. The PC who survives two rounds of combat 
and &kes the successive saves forces Cerberus to heel long 

go eno? th route, since Cerberus can deal up to 72 points of 
physi a1 damage in two rounds of combat.) 

I none of the PCs are willing to battle the Hound, that 
leaves only charm or negotiation to win a way past It. Since 

e Hound is amenable to suggestions; though it resists 

this te is the only entrance into Hades, the PCs can either 
give % the quest or try to deal with Cerberus. 

c h 4  magic and physical force to leave its post, it's willing 
to mate deals. The PCs can offer the Hound one of their own 
numbjr, sacrifice a valuable, or try to convince CerbeNS 
that tyey've got legitimate business in the Underworld. The 
last o e ain't going to work, though Cerberus pretends for a 
while hat it'll let those berks through. It really just wants 
the P 1 s to sacrifice something they hold dear to themselves. 
If it's ponvinced that the item's suitably cherished, it lets 
them ass. 

they go by the guardian, it casually mentions that 
they 4 robably ought to think of a way to get out, because 
they artalnly aren't leaving past it. It smiles wolfishly at 
them with two of its heads, and growls in deep-throated 
roice @n all three heads at once, "Now run along. You've 
7ot important business to attend to." A deep chuckle rum- 
bles f+m its throats. 

&ond CerbeNS is the great sea of petitioners, their 
gray faces desperate with need. They flicker on the edge of 
subst+ce, in and out of sight. They yearn for the life the 
party mbodies, but cannot quite seem to break through the 
will o d Hades to attack them. 

The realm's full of blackened and stunted trees, their 
existe4ce crying out for vengeance. Blackened poplars, olive 
trees, Willows, and an occasional stand of laurel litter the 
gray lpnd, and lifeless rivers meander through parts of the 

. The realm stretches farther than the eye can see in 
every - ear 'rcction. It's a place devoid of beauty or hope or car- 
ing, a4d there's no end to it. 

the PCs trudge toward the only landmark in sight, 
the pa ace in the center of the realm. they pass the places of 
torm 1 nt for those who've particularly offended the 

mountain stands off to one side of 

Y 
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path, and a small Agure toils up it behind a large 
heaving with all his might to push it to the top 

A wheel of fire spins lazily a few miles 
to it screaming in pain. As they 

cross a river near a wood, the party witnesses Tantalus 
mired in the riverbed, stick thin and pitifully reaching up 
and down for grapes and water. Just as he reaches, though, 
the tree withdraws its branches, and the river drops. On the 
other side of the ford are 50 women seeking to ALI M ewer 
with river water, but unable to place even a mouthful inside. 
Their actions are exercises in futility, but these spirits are 
doomed to repeat them over and owr, never learning from 
their hubris. 

If the PCs should try to interfere with any of thcsc pun- 
ishments, they Rnd themselves sharing, for a few hours, the 
torment of the soul experiencing it. Though they suffer no 
permanent damage, hopefully they'll learn that a body 
doesn't try to change the judgments of the powers. If they're 
smart, they won't try again. 

Eventually, the palace of Hades heaves into view. Here, 
the flickering of the grayish petitioners is much w m  than 
before: they blink in and out again every few seconds. 
Though none of them can actually touch the PCs, they strain 
toward the party with all the willpower they've got. If a PC 
doesn't make a save versus spell, he's at -2 to all saves in 
the Underworld thereafter; the flickering of the shades plays 
on his mind and weakens his resolve. 

Once past the sea of petitioners, the PCs find themselves 
standing in front of the palace of Hades. The gray bmnze 
doors of the great marble palace swing open before them, 
beckoning the party inside the hall of the power. It's huge 
inside, designed to dwarf those seeking an audience with 
Hades. The nearly featureless marble hall seems to stretch 
into eternity, and a sense that what wafts beyond the dwrs 
at the far, far end is worse than anything the PCs might have 
encountered before thickens the ah. 

The party's footsteps echo back at them, bouncing off 
the wails and whispering into their ears like the ghosts of 
yesterday's dreams. Every PC must make a Wisdom check at 
-2 to continue. Those who fail cannot go any farther down 
the hail, and remain huddled here until the rest of the party 
comes back this way. Those who succeed can contime until 
they reach the massive carved doors at the end of the hall. 

The doors open for the PCs, overwhelming them with 
the dread glory of Hades and the beauty of his wife Perse- 
phone, both filing thrones over 100 feet high. The two pow- 
ers eye the PCs regally, but say nothing. Thc PCs mwt make 
the Arst move. 

Hades listens to the PCs' request, and hi8 massive body 
leans forward in the throne 
should let you return yourfri 
life. Convince me, and I may allow it." His eyes gleam 
blackly, and he leans back into his throne. 

The PCs must do their best to convince the power that 
they've got some sort of overwhelming reason for needing 
their friend's life, and they've got to do it well. They can try 
to appeal to Persephone by weaving a sad tale; It's well 



known that Hades cannot refuse his wife any favor she asks 
of m, no matter how much he might like to. They might go 
theiroute Orphcus took, and appeal to the hearts of the pow- 
ers with music. They can try to appeal with law, by pointing 
out, that the fellow is imprisoned in Hades wrongly. Any- 
thi4g they try must be pursued with living zeal: Hades is not 
impressed by the logic of the dead. Only those truly Nled 
with the spark of life have a chance of swaying the impas- 
sive death god and his consort. Impolitic remarks are met 
with a stony glare: the powers do not tolerate rudeness from 
mete mortals, and they‘re restraining themselves as it is. 
Any subsequent impertinent remark results in that PC being 
snuf‘red from life without further ado. He might awaken to 
exiStence again to find himself suffering alongside those 
whose crimes have offended the gods. 

The DM must decide if the PCs have done a good 
enqugh job of convincing Hades of the necessity of their 
friend’s life. If the DM determines that they have not put 
encugh effort into the appeal, Hades again leans forward. 
“It’ apparent to me that you do not care enough for your 
fri d to argue eflctively. Leave my realm; you shall not be 

from a nearby cavern bums itself in the minds of the PCs. 
They have no choice but to leave the realm; they m never 
welcome here again in their mortal lives. 

Those who’ve made convincing arguments must wait 
while Hades deliberates. Perscphone turns and whispers in 
his Far. Hades strokes his bearded chin, and gazes thought- 
fully at the PCs. 

I After they’ve stewed long enough, he leans forward 
again and declares, “You are correct. Yourfriend does not 
bel ng here. You willfind him waiting for  you once you 
rea ! h the bright sky  and fresh air of the living world.” The 
picture of the nearby cavern appears in the minds of thc 
PCs “However, there is one condition you mustfulJil1. rfyoi 
fail yourfrknd is mine again, and I may determine a suit- 
ab1 punishment for you. This the condition: You may not 
ba e with anything in my realm on your way to the upper 
wo d.  l fyou so much as raise a hand against another m a -  
tu yourfriend’s spirit is forfeit to me.” 

The party cannot bargain. If they argue, Hades with- 
draws his offer and tells them to leave his realm. 

mo 4 sted on the way out. “A route to the surface of Arborea 

r H a  WAY eu+ 

I 
On @e way out of the palace, the PCs can pick up their COW- 

ering friends and head for the hills. The flickering of the pe- 
titiqners is getting stronger, and it almost seems that the 
wraiths are gaining solidity. They strain toward the PCs, 
theif faces alight with malign hope. The cave mouth comes 
intotdght quickly. Thing is, between the PCs and the cave 

PETITIONERS (100): AC 10; MV 12; HD 1; hp 4 each: WAC0 
20: #AT 1: Dmr[ ld4 (claws): SZ M 15-6 fntl: ML fear- .. 
less (20); Int semi- (211 AL NE; w 15 each. 

The PCs have a number of options. If 
they recall the words of the centaur 
Ichthion, they can spill their blood onto il 
the ground; PCs whi do so sacrifice 
half of their current hit points to the 
angry spirits. Those PCs become invisible to 
the wraiths, who fall on the blood and suck It dry. The pcti- 
tionen that drink become rosy and healthy, and wander off 
into the Underworld. 

The PCs can also try to hold off the petitioners by 
charming them with music; a hard can keep these souls at 
bay, provided she makes a successful muslcal instruments 
proficiency roll at a penal@ of -4. Casting soothing spells 
like suggestion can also subdue the mass. Anything the Pcs 
do that’s intended to harm (waving a sword, casting a com- 
bat spell, and so forth), even if it’s just intended to ward off 
the dead, forfeits their friend to Hades. They know it as soon 
as it happens. 

They also forfeit their shadows. They never cast shad- 
ows in the light again, and Hades has a cialm on their spir- 
its when they die. This may pose a problem to specialty 
priests and paladins, who are supposed to be obligated to 
only one deity. 

If the PCs have kept their end of the bargain, Hades 
keeps his. Their formerly dead mend awaits them at the en- 
trance to the cave, breathing deep of the Arborean air. He 
turns and beams as they walk from the cave. 

C B N C L U S I e N  

It’s possible that Avorl was not entirely honest. Maybe he 
actually was trying to lure the PCs to the night hag’s cavern, 
and maybe he hunts them down again to try a different 
tack. Of course, he’ll be apologetic about his misinforma- 
tion, and wants to make it up them. On the other hand, he 
might be entirely honest, and just given them the map be- 
cause he was misled himself. 

If the PCs killed Rtra KouraLis, the goatherd, chances 
are that Apollo’s not going to look favorably on them. In- 
deed, he might send some of his minions to expunge the PCs 
from the multiverse. On the other hand, if the PCs only 
knocked some sense into the goatherd, Apollo may actually 
reward them for showing his stupid son that not everything 
can be solved by the application of brute fom. 

Naturally, if the PCs were successful, their m a d  is 
beholden to them. H a m  been m e d  from eternal 

modth~waits an army of petitioners, and all of them 
seem to have come fully into substance. With a 
hodd cry, the pai- 
t i o n h  r u ~ h  for- 

boredom is enough foimost people to realize that 
they owe a tremendous debt. Of course, de- 

pending on the sort of pemn he is, 

w 4  to fight. 
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In Which the PCs discover that Good Intentions 
may lead to Evil Ends. 

I .f .H@UGHf 
PALAD I N S  

W E RE U P f I G H f . 
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+HB O R D B R  

side their foes - namely, thaw who don't mcpsu~r up to the sect's standmh 
or who've spoken against the Brrthrrn's rigid, dogmatic atHtudcs. B y t o p b  
converts are instructed to do busInus only with establishments displaying 
the sect's symbol. Also, disguised Brrthrm amnd each public speech, d y ,  

or meeting where a member of the sect is speaking. Thcse disguised 'plant$" 
shout down or otherwise interfere with opponents of the Order who ay to ex- 

press other views. These agents attend a few rallies (in difkrent dk& 
Bufscs), then * to 0 t h ~ ~  duties to a d  Wner idmtlficd. 

Hidalgo's followers are preparhg to Cnta local palitha by 
their influence to have members appointed w el&& to VBWW poill*rl lptd 
guild offices and posts. "he sect's wizards, clerics, and psionidsts usz thcir 

S Y N - D ,  

OF +nfi PLAN S I 1 L I + A N  + 

NWEU OF PCS: 4 to 6. 1 E1 *AHcY levus:Medium[5thto8th). 
PCs PREFERRED: Any noncvil; discretion and forethought 
will be rewarded. 
FACTIONS: Any. The Order of the Planes-Militant sect 
(from Planes of Law) plays a major role in this adven- 
ture. 

SYNOPSIS: A fanatic has taken his sect's ideals to excessive ends, 
pnd thnatrne the nrareful existence of an important trading post. 

_ -  
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The problem is that Hidalgo has taken to dubious methods to attain 
the sect's goal. The intent of this adventure is not to destroy the Order or 
wen to expose their plan: in fact, members of lawful factions may want to 
help the Order attain its ultimate goal. (Chaotic faction members will, of 
course, want to hinder the Order in any way they can.) But regardless of align- 

1 
ment .or faction membership, the PCs should recognize that Hidalgo's actions are dis- 

*e- 
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The PCs begin in Yeoman, the largest trading burg in Doth- 
ion See Liber Benwolentiae for further details on the burg. 
H are several reerons for the PCs to be in town. 

v t h e  PCs belong to me or morefictions, one of the fac- 
ti0 scnds them on an errand to Yeoman. (Faction involve- 
me t in  the sect's scheme is left to the DM, as befits the cam- 

's m n t  political climate.) Possible errands include: 
+ hand-delivering a message to another member of the 

faction who could be here on some secret business; 
+ arranging a business deal with the burg's traders, 

craftsmen, or a member of the Planar Trade Consortium 
who's trying to gain a foothold in Yeoman's markets; 

+ carrying an important item or gift to Yeoman's mayor 
or Conclave of Guilds as payment for a past debt or as 
ladvance payment for futw considerations. 

~ l f t h e  PCs aren't involved withfiction politics, reasons 
for em to be in Yeoman include: 
+ L owing the burg's reputation for high-quality goods 

prings the PCs here to re-equip or purchase a particular 
it001 or weapon: 

+ Pnding a gift (or a particular bit of garnish) for a loved 
pne or other impomnt NPC; 

+ hcquiring a spell key for the plane (a common enough 
bason for k t - t ime visitors to a piane); 

aveling on a quest or a sabbatical visit, for PCs who 
orship powers residing on Bytopia: 

+ + F  eing deposited here by an in tmpted  spell, mallimc- 
poning gate, or other mode of planar conveyance; 

+ bringing a valuable gem or piece of Jewelry to be ap- 
Praised or sold (and Bytopia's gnomes rnjoy a well-de- 
iervcd status as the premier jewelers and gemcutters of 
the planes); 

+ prriring in Yeoman as caravan guards or escorts. 

i 
n e  Bazaar in Yeoman is a sight to impress wen the most 
Jade$ planars. Every race civilized enough to engage in 

e m  and trade is represented here, selling every type 
duct, food, weapon, fabric, novelty, potion, spell key, 

known. Local petitioners sell or barter their 
and farm produce for expensive luxury 
wines, herbs and spices, and exotic fra- 

bustling burg ncvn really settles down completely. 
In the dead of night, caravans are loading or unload- 
ack animals are being fed and watucd for the coming 

and those who've arrived late are 
lookI@g for a cold drink and a good 

nl 

have a dwussion (or a fight), they're hard-pmsed to locate 
an empty alley or an unoccupied neighborhood. The PCs' 
best chance for prlvacy is to rent a mom at one of the burg's 
inns, such as the Wooly Baku Inn. 

Read the following text to the playera as the PCs enter 
the Bazaar. 

A great, slvirling mass of life and commme sumnds  
you as you enter Yeoman's Bazaar. Tentsflap in the wind, 
vendors hawk their goods, hammers pound out differing 
beats on anvils, crajbmen whistle to pass the time and at- 
tract attention to their shops, and mounts and pack animots 
bray and mort their dlspleasum at the teeming crowd. Ihc 
scents of leathers, h i t s ,  spices, fwsh b w d s  and pashics, 
tobarco smoke, and unwasked BodleJ asJo# your mnes. You 
see humans, ticfHn@, elves, dwames, githzmi, bariaun, 
flinds, aasimar, ha!f-ogm, simw blue &ants ami otkr be- 
ings you don't recognize, and more gnomes than you theught 
possible buyfng, selling. 01 baorterlyl products, scryfccs, raw 
materials, finished goods, and livestock of eve?y type and de- 
scription. 

As you look about you, a young male gnome approaches 
and says, *Hey berks, you be lookin'fer something in partlc- 
ulat? You be wantin' a guide to show you the highlights of 
the Bazaar?" 

AmuwWt/b lPIoladTlNisjuPowofalnaabaof 
guides who hire thawdva ota to col(0rcn of Ute b w r .  
A guide's knowledge of who sells- rLac, rd for how 
mucil r m g n t l y  rid frugal aoppn. Arumus * 1 gp 
pcrbcmr, or 1 pp for a Atll dayofarvka. Updd well and 
tmtal fddy, Anrmur dtpb wi?h the PCI the sslly. If not, 
he may try to pick a pOaa or two, W s  bbtMcrry spc 
eblty a d  his backup mode of gainlug iwmme when cus- 
tomm are rare or d e . )  In any case, thov who mirtrcnt 
Arszmaarcguldcdto allthemwtexptdvcshopa, kids,  
strlls,andtmts. 

ha@ wuthepl irr  AUthcDlod l (c$~c6 ia tBL~s  
H n d w k  lpion snd more PIC awUahk hese, but no prices 
are muLnL When admi, arcador$Lvahb "dhgpr tcc"  
of ll-309b(lO%+ 1daOmll)owthcPMBprire.APCwiU- 
ing to pay thls prtrr is marked a an eay trrllct, and mer- 
chants all overt& Bazaar me alathl to the pmmcc of a 
gullible buyer. (Some primes have liken4 this to sharks 
sccnttng Mood in thc water.) Mhavir. the PC mpd hyoe 
with thvaador. Both putkr makewcbm a lad the 
highest RI- result dckrrs thc whma. (For thc pur- 
p e s  ofkggb& araullc mmt ndear at the - hm 
Wisdom scores of 14.1 If tlfe vendor 40% he rcfwea to 
lower the price. If the PC wins, thc vendor's pairr can be 
haggled dam to ld2Wlowuth.n the PHB's prke. A tie 
~ h U t e v a d o r r g t g i t k f t c I f b l t h e P J l B p r k c . ~  

Ifthc PCs W b h F O  @OdS, thcm to 

oncPCanhn&ti&miyoacftmr. 
A fm oft& vmdon p-t at the 

case! During the course of 
this dventure, if the PCs 
wish i o flnd a private place to 

n t. 
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A. FriEWEAVE RUGS AN0 CARPETS: The gnome widow-Ajami 
ve (PI/ 9 gnome/O-lwe1/0rdcr of the Planes-Mili- 
and her m e n  children (two boys and flve girls) run 
y caxpet weaving and selling business that A j d s  

, Inherited from his father, who Inher- 
so on. qjami also sells imported 

om bolts of the fine cloth to braided 
bright red embroidered tent. Pe- 
year ago after receiving a ship- 

d from across the planes and is pre- 

that shipment, a small, rather 
at still lies near the back of the tent Is 

carpet of the smallest size. Ajaml and her 
ware of the rug's properties, and it's easily 

aml to the stall's other, more color- 
foot-tall blue giant appeared in the 

bout six months ago, asking after Pdimo and any 
's slnce opened his own stall in the 
w), and stlll browses Ajami's tent 

rance may be connected to the 
form that connection may take is 
ays the Brethren's symbol. 

STABLES: Samo Stoutkeg (Pr/6 halflinglF5ING) 
camels, donkeys, oxen, and other riding an- 

of burden. His stable at the Bazaar holds 

one dozen pnimpls, and he owns ranches outside of Yeoman 
that he uses to fill large or special orders. Sam0 loves his an- 
imals dcarly, and refuses to sell them to those who dfsplay 
violent tendencies or who his animals distrust (Ilk tlef- 
lings). Samo does not display the Order's symbol, and has 
lost some business because of it. He is stlll doing well, but 
resents the Brethren's Intrusion Into Bytopia. 

C. JAINA'S GEMS H JEWELRY: Jaina Feldspar (Pe/? gnom/O- 
level/Order of the Planes-MUitantlLG), sister of Osd Wttcr- 
gold's chief pmxy Gemma Fel&par, runs this shop. Within 
are the fruits of the gnomes' fawi te  labor: gemcutting and 
jewelry making. The shop has a vast sdeaion of stones fmm 
Bytopia and around the planes, and an assortment of set- 
tings [rings, necklaces, Uaras, bracelets, coning& and cufFa). 
Jaina takes special orders for custom pieces. As she's always 
interested in new or unusual stones, JaIna's shop is visftcd 
by adventurers who bring in stows for idcntlflcatlon and 
appraisal. The chant's that she's particulariy interested in 
magical stones such as gnns ofseeing or toun stones, and 
will trade other magical items or prize gems in order to ac- 
quire them. Jaina displays the symbol of the Brrthrm, and 
this has caused much tension between her and her Mer. 

D. RONCAHLA'S FINE BAKED Gooos: Roncahla (P1/ 9 dwarf/O- 
lwel/Order of the Planes-MilitantLG) NIW the most popular 
bakery in the Bazaar. Her claims to fame are her honeyed 
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glazed "tea ring" (the recipe's rumored to come 
lven court of some far-off prime world). Roncahla 
er like a puff pastry herself, with her rolly-poll) 

enclosed in a white apron, and flour in her braided 
beard. Roncahla also.bakes "dwarves' bread," k dry, 

vened loaf that isn't easy to eat (she always warns 
d may be too tough for them), but keps a 
when no other foods available. One loai 

with long, narrow features, blue skin, and flngers with an 
extra joint in them, Sir Arakyne deals in all types of trin- 
kets, gewgaws, elixirs, and other oddities. Sir Arakyne is 
strange wen for his race in that he's managed (&IOU@ un- 
known means) to progress to 7th level as a mage. Hc also 
usually travels alone, lacking his race's usual pcnehrnt for 
hiring bodyguards. Reliable magical potions can be bought 
here. His prices are 10 times the listed XP vaiue fn the 

(DMG), and on these i t e m  Sir 
haggle. The merchant came to Bytopia 

hs ago, in search of items stolm from 
in AJaml's tent used to belong to 

t he's waiting and watching to sct If thc thief ever 
to reclaim his prize. Sir Ankyne does not display 

ssage. Of course, she's totally un 
resence on Bytopia. 

re made and deals struck in this tent and many The Bazaar also includes sellen of Pcrfumcs, musical 
truments and music boxes (a gnom&h inventlon), l e e r  

wagons and wagon wheels, hglm ( b a d  m h ) ,  
makers, calpenters, beer bmvm, tent makers, whde- 

in raw goods, and numerous wandering 
kers promoting the goods of this tent, that stall, or the 
cases (and strong drinks) to be had at some-or-other 
Arazmus guides the PCs as long as they pay him, al- 

other cushlons scrvin 

coffees from the sunlit layer of the Beastlands (Kri- 
erne is a favorite), Mount Celestia (Mountai ough he may try to weasel them into paying for his 

the PCs stop to eat. (DM ~ Areps H, I, and J o 
discussed i I 'The Blaze" below.) 

n He is not a convert to the Brethren. Sadik hails 
on Toril, and especially enjoys haggling with 
those who are talented in the art gain his re- 

they enjoy a free cup from his selection 

This retired half-ogre warrior (F'l/.3 
half&re/PIO/N) is now a smith who uses only the best By- 
topidn steel for his weapons and armor. Atok sells all types 

armor, helms, shields, and weapons, but his real 

ever in stock at the smithy; they are purchased 
they're produced. Adding silver to a commis- 

increases both the time required to m a k  it 
by 5046. The chant is that Atok 

method from a barmy githyanki who'd 
If this chant's tme and the 

to the githyanki, 

This odd estab- 
lish ent is owned and run by "Sir" Arakyne (P1/.3 ar- 
cane M7/LN), an even odder specimen. Twelve feet tall, 4 

4t some point during the PCS' n.uuerings through the 
Bazaar, Arazmus leads thcm past Yeoman's Center PountaIn, 
a marble sculpture that depicts a wooly baku and its young. 
Upon the pedestal surrounding the fountain's pond numer- 
ous speakers are espousing their views on any number of 
:oplcs. Factlon and sect membm spout thdr group's belie& 
serchants petition for the elimination of tadffs or Mer 
monetary exchange rates, and proxies promote thclr pomn' 
philosophies. Crowds often gather around these speakers, 
shouting out their agreement or disapproval. 

One group, larger than any other at  the fountain, 
catches the PCs' notice. The people are lfstming attentively 
to a tall, attractive human male dressed in the finest silks 
and wearing the symbol of the Order of the Planes-Milltnat 
He's uctolling the benefits of the Brrthm's way of I an 
effort to recruit more cutters into the ranks. The s I is 
Iiidalgo.Exc fromhfsq 
+ "Wemu tndagainsi f chac 

- 

at 

.n 
an 

U? 
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1 and chaos that festers beneath the surface of this 

not f o r  all. Only those with the moral 
ngth to submit themselves ta the laws of the Order . Do you possess that 

is more than an oath, more thanfcalty, more 
e. The Order is life and hope for  all that is 

. Join the Bre thmfor  the greater good, 
of the Order, the good of all." 
should hear at least part of Hidalgo's rant. Ide- 

engage Hidalgo in a discussion of the 
's precepts (elements of his speech certainly should 
r the skin of any chaotic PCs). If the PCs do not ap- 

lgo can ask them specifically if they 
oin the ranks of the Brethren, or an 

e former, Hidalgo recognizes the PCs as outsiders 
likely converts), and tries to make an example of 
the crowd. Depending on the PCs' answer to his 

ies that they hide their 
a veil of lies and self-delusion, or that it 
o know onek limitations and admit when 

. The crowd laughs and 
chee at Hidalgo's reply. If the PCs still aren't intemted in 
debat g Hidalgo, an NF'C in the crowd (perhaps someone 
the P s know) steps to their defense, citing any known 
deeds f heroism and goodness or examples of charity, kind- 
ness, rmercy. 

@e debate should continue for several minutes. If the 

le.) However, before the PCs (or the NPC if the 

to defend their reputstions or rehte Hidai- 
the crowd begins to be swayed to their side. 
ilent opportunity for bards to influence this 

want to get involved) can finish, Hidalgo mo- 
sguised Brethren in the crowd, and they work 

PCs with false accusations, spurious tales of 
c and evil misdeeds. and asides about how wan- 

rers obviously can't be trusted, since they 
melands and now must live on 

s may notice Hidalgo's motion if they make a Wis- 
3 penalty. Between Hidalgo and the plants 

mob's mentality turns again with boos, 
rected at the PCs. The disguised Brethren 
o shout down the PCs so they can't be 

re in the crowd, and the mob's 
and more threatening. 

s tugs on the PCs' sleeves and ad- 
drawal from this confrontation. Two 

1 

d If the ks are annmd enounh to cast maeic at or 

of numbers. If a physical conflict does erupt, it's soon bm- 
ken up by the gnomlsh proxy (tcmmp Feldspar (visiting her 
sister in the Bazaar), and an ursinal mage named Perscus 
Silverpaw (Pi/6 ursinai/Divl3/Gualn/NG). The mob re- 
spects these two, and disperses upon their command. Hi- 
dalgo and the disguised Brethren disappear into the milling 
crowd, having marked the PCs as troublemakers who must 
be dealt with. 

Feldspar is furious at this breach of the peace, and 
wants to toss the PCs out of Ycotnan. If the PCs do not pre- 
sent a solid, consensus version of evcnts to defend their ac- 
tions, Perseus steps forward and apologizes on the PW be- 
half. Further, he assures Feldspar that he'll see to it tkat such 
an event never happens again. Feldspar accepts this and 
stomps off. (If the PCs are ever caught again doing mischief 
by Feldspar, little can save them from a good verbal thrash- 
ing and a few nights in Yeoman's gaol.) 

Perseus turns to the PCs and, in his deep, quiet voice, 
says, "You realize you did just  as Hidalgo wanted. But I do 
admire your spirit. Mayhaps you can W ~ U M  the favor you 
now owe me. Let's discuss it over a meal. " 

+ If a fight does not break out, the debate effectively 
ends when the PCs are shouted down. Hidalgo moves the 
crowd away around the fountain. After the crowd has dis- 
persed, the PCs are approached by Perseus. He introduces 
himself, comments on their spirit and devotion to true good- 
ness, and invites them to share a meal with him at a nearby 
inn. Throughout the brief journey, Perseus makes small talk, 
commenting on the unusual architecture of that building, 
the dark surrounding that 'haunted" tavern, and other m- 
teric trivia. 

+ THg PLeLE T H I C K 5 N S  + 
Perseus leads the PCs to the Wooly Baku Inn, a few blocks 
from Yeoman's Bazaar. As the group enters, read the follow- 
ing description aloud. (The map of the Black Sail tavern in 
?"he Eternal Boundary 126011 adventure may be wd to rep- 
resent the interior of the Wooly Baku.) 

The inn you enter is small, almost quaint. Bootha line 
the umRc to your I@ and rigbt, tabks and the bur am a W  
of p u .  A stairway beh id  the booths to the right fends ht the 
inn's secondfloor. h o m e s ,  two k a r d  men, and three 
human carauanm rumt lp  occupy t l ~  commm m, snd 
a female githzerai tends bar. As it's close to &tine, mast 
of the customers are bent over bowls of soup M plates of 
food. 

Perseus walks to a table, picks out the stoutest chair, 
sits, and waves to the bartender. The bartender nods and 
whistles. From around the comer that leads back to the 

r -  A kitchen, a young female half-elf serving girl emerges 
and crosses to the PCs' table to take their ordeff. 

After the serving girl returns to the Htchen 
with the orders, P e m  begins asking 

friendly questions 

lly attack the m\d or Hidigo, the crowd re- 
stones and attempting to I 



a W t  the PCs: whert they hail from, what brought them to 
Y+an, what they consider their most daring deed, and so 
on. IIn having the PCs talk about themsdves, Perseus is able 
to l ~ a r n  more ahout them and determine If they’re suitable 
to tw on a W o n  for him. 

j P e m ’  divinations have d e d  something seriously 
on Bytopla - something that affects the entire plane. 

Kn ““g. wing the Order’s milltant past and their presence here, 
Per$eus suspects that the Brethren are behind it. But he 

more proof than divinatoly spells can offer. After the 
PCs confrontation with Hidalgo, he wants to know If these 
cu can heln him. If the PCs mesent themselves well and 
t N w b  , he makes the following offer: 

“ I ” .  

t 
s 
’t 

nx 
S 
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THB BLAZB 

The bazaar is indeed aflame, in the area adjoining Splendor 
Road (see H-J on the Bazaar map). Several tents are blazing, 
and ore are threatened as people scream and run about 
with %” ut W o n .  Perseus aids in the evacuation of the rest 
of tne Bazaar and tends to the burned. leaving the PCs to 
deal b t h  the fire. The blaze apparently began in the tent of 
Jon* Whitebrows (pe/6 gnome/&lwel/CG), a woodcarver. 
His dow-destroyed tent (area H on the map) had been filled 
withlall sorts of wooden toys, puzzles, games, chess sets, and 
mus a1 instruments. The fire has already engulfed the two 
nea I t  st tents as well: a seller of wines and brandies from 
a m $  the planes (area 0, and an elven bowyer in from Ar- 
bore (area J). Unless the PCs act quickly, the fire spreads 
A r .  

agics of cold, ice, or rain reduce the 
the blaze’s spread, 

the blazing tents in areas I and J. Tbls makes it more dim- 
cult for the flames to jump to the other tents. However, the 
human winemaker from area I approaches one of the PCs 
and warns that the kegs of alcohol In his tent may explode 
from the heat: also, a passing NPC says that the elven 
bowyer from tent J is nowhere to be found. He waa last s u n  
running back into his tent, apparently to m o v e  more of his 
stock. 

The winemaker, Ellas, says that only two bamls of his 
stock are potent enough to explode, which happens In 
ld4t6 rounds from the time the PCs learn of the danger. 
Ellas tells the PCs the locations of the barrels, but won’t re- 
turn to his tent, Each baml can be found easily, but they are 
large and cumbersome. To remove each from the tent in 
only one round requires a total Strength score of 24 (PCs 
can team up); Shrngth totals of 16-23 need three rounds to 
move each barrel, and neither can be budged with Strength 
of less than 16. Each round in the flaming tent, PCs take 
1d6t1 points of damage from the heat and smoke and all 
items carried must save versus normal flre. If the tent is col- 
lapsed with these barrels still lnslde, it’s impossible to re- 
move them, and they explode for a total of 6d4 points of 
damage to all within 10 feet, sating ablaze al1 combustible 
materials In that area. 

The heat and smoke damage and saves listed above also 
apply to those PCs who enter tent J to rescue the elf. In the 
thick smoke Inside the tent, the elf Avillen tripped over a 
bow on the ground, fell, hit his head, and knocked himaelf 
out. If he’s not removed from the flre in ld6+4 rounds fmm 
the time the PCs are warned of his absence, he suffbcatn. To 
fmd AviUen in the smoke-filled tent requires an Intelligence 
check with a cumulative -2 penalty per round. Rescuing the 
elf Is Impossible If the PCs’ve collapsed his tent without 
knowing he‘s insside. 

If the PCs act quickly and decisively, they can prwmt 
any further spread of the flames. If they investigate the 
blaze, Jonaus says that he has no Idea how the fire started. 
He had no fires lit in his tent, but he smelled smoke, turned, 
and saw the wall of his tent burning ucsy quickly. If asked, 
Jonaus admits that he’s been rather outspoken against the 
unyielding constraints that the sect’d like to see imposed 
here. However, the thought that thls is the sect’s revenge 
never cmsses his mind. 

The An was lit by an fnutsfbk mage of the sect named 
Junlper (Pd6 humanlMN0rder of the Plancs-MUitant/LN) 
who then cast a.@ct nwrnalprcs to heighten the blaze. He 
had been instructed to set the fire, but the magk was his 
own improvisation. It was not Hldalgo’s intention to endan- 
ger the en* Bazaar, Just teach Jonaus and those who tbink 
as he does that the B r e t h m ~  prefer to be obeyed. If the PCs 
use a detect magic on the area of the blaze to search for 

magical clues, they can And midue conffnning that 
this Rre was magical and therefore not an acci- 

dent. If the PCs used magic to combat the 
fire, however, no clear results can be dis- 

cerned. Nelther the winemaker 



nor ih e bowyer were members to the sect (an added bonus, 
thoubht Juniper). If the PCs haven't considered the possibil- 
ity of arson, Perseus flnds them after the fire is contained 
and puts the idea into their heads. Perseus also uses this to 
pus9 any hesitant PCs toward investigating the Brethren's 
acM-$ies, even increasing his offer to 1,500 gp per PC, be- 
fore leaving for Elysium to make his reports. 

H I  DALOO'S R B A C + I O N  

Fro@ his spies in the Bazaar, Hidalgo knows of the blaze 
and @e disaster that was narrowly averted by the PCs. First, 
Hidago declares Juniper a pariah from the sect for the 
chaotic act of spellcasting that endangered the Brethren's 
plan ifor Bytopia. As a pariah, Juniper's in danger from his 
former Brethren; no member of the sect is punished if the 
berktdecides to put Juniper in the dead-book, although 
Junider isn't aware of that - yet. 

Gecond, after seeing the PCs intervene in the 
fire sp soon after their first confrontation, Hidalgo 
reasc;pls that they're the kind of cutters who're too 
nosyiand dangerous to be left breath- 
ing. He arranges for a group of 
ni'ia#s (see the MS booklet) to 
be supnmoned and to attack the 
PCs. p e  attack occurs within a 
day df the flre in the Bazaar, when the PCs're alone. The at- 
tack komes when the PCs are outdoors; even summoned 
ni'ia$u won't enter buildings. Late at night or early morn- 
ing ap the most likely times for the attack. The number of 
ni'ial$u that attack quals the number of the PCs plus ld6. 
DMs can roll randomly or choose the number of ni'iaths 
basq  on the PCs' health and relative power (level, magical 
item , weapons, armor, and other adjustments). If the PCs 
split p, divide the ni'iaths as well. 

1 

1 I 

secrets away. Just when the players're getting good and 
frustrated over their lack of success, spring the following 
on them. 

Members of the Order are after Juniper and he's on the 
run; luckily, he's found the PCs. Exhausted from his flight, 
he collapses near the PCs, with his pursuers close behind. 
Juniper, gasping, promises the PCs anything if they save 
him - and tells them how he was instructed to set the fire in 
the Bazaar as revenge. He doesn't know who's in charge of 
the plan, but his confession is enough to acpose the danger 
- if he lives. 

Juniper's pursuers are disguised Brethren equal in num- 
ber to the PCs. These NpCs are of similar classes and levels 
with equipment analogous to that of the PCs. These cutters 
are experienced and expectlng trouble. They fight wisely, 

havinn cast defensive 

' I ,  

I 

1 

NI'IA$-IS (X I. . -06): AC 5; MV F1 18 (A); hp 30 each; 
THAqO 15; #AT 3 (claw x2 and bite) or 1 (tail); Dmg ld3 

ML steady (12); Int 

to rwerse gmvify. 

$Ii'iaths don't normally attack in towns, especially ones 
as bi& as Yeoman, but weirder things happen on the planes 
ever$ day. Note that the ni'iaths are summoned creatures in 
this $se, and are detectable as such. 

I 

C O N P RO N +A+ I O N 

As* the PCs survived the ni'iath attack, allow them to 
work toward uncovering the sect's plan as they see flt. Re- 
memter that the immediate danger here is not the Order's 
plan to induce a planar shift, but the way Hidalgo has cho- 
sen t pursue it. Only a few of the Brethren know the dark 
of t h l  whole plan in any case, and they're all too radical to 
talk jnder any circumstances. They die before giving any 

- 
magla such as 

armor, shield, and 
trmeskin upon thcmselvn 

before encountering the Pcs; 
r have these Npts use some of the si& tricks 

and tactics the PCs w when preparing for com- 
bat (such as casting s l m @  and mbgc spells on 

the flghters before a fight). They makc every attempt to 
kill Juniper and all fight to the death. Juniper's exhausted 
and has no spells ieft to cast. If he is to suIviw, the Pcs haw 
to save him. This combat should be a severe test of the PCs, 
in a dramatic setting. A running battle through the stalls 
and tents of the Bazaar or an epic brawl in the Woo& Baku 
are just two possibilities. 

AFL)IIsRmAL)IH 
If the PCs win and Juniper survives, the PCs can discover 
the identities and sect membership of Juniper's pursuers by 
examining their bodies (they all wear the sect's symbol). 
Through Juniper, the PCs can discover the extent of Hidal- 
go's influence in Yeoman. It remains to be seen how damag- 
ing this discovety is to the Order as a whole, however. 

Hidalgo claims that Juniper's acts were the result of a 
group of tragically mislead radicals within his sect. He 
promises "purges," which actually allows him to eliminate 
sect members who do not agree with his tactics by simply 
labeling them as radicals and having them killed. The Order 
makes full restitution to those who suffered loss as a result 
of the blaze. This allows Hidalgo and his faction of the 
Order here to become long-term campaign adversaries. 

If Indigo the Stutterer (Pl/d human/M22/0rder of the 
Plane-MilitsntlLG) is not alerted to his subordinate's plan, 
he may believe that his associates on Bytopia are endan- 
gered, and he could mobilize the forces of the Order to track 
down those who "seem to be h a t e d  on attacking and den- 
igrating our earnest fellowship at every turn." Proving Hi- 
dalgo's guilt to Indigo can become an entire adventure in 
and of itself. 



In Which the PCs mustfree an Acquaintancefrom 
a Dark andSoul Prison. 

NUMSep OF PCS: 1 to 6. 
Lmu: Medium (5th to 9th). 
PCs PR ~~ -D: Any, hugh intelligent and stealthy PCs are prcfemd. 

~CIIONS: Any of the chaotic fartlons support the break 
the lawful ones oppose it. 

SYNOPSIS: The PCs must rescue a prisoner 
from the hidden Vault on Carceri. 
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One of the PCs’ contacts is taken prisoner by the Harmonium, and since she 
has information the PCs need, they’ve got to get her out. Sad 
thing is, the Mercykillersk dumped her into the Vault on Camri, 
the jail from which thm’s said to be no escape. Well. the PCs had 
better find an escape anyhow, or else they’ll haw to find someone 

r 
wELcemE +S 

+HE RES+ SF Y e U R  L I F E .  
new to SUDD~V the dark they need S e D .  

I‘ 
The map of the Vaultcan be found on the back of 

the Carceri poster map. Only one entrance to the place 
exists, and that’s through a portal hidden deep in the 
Prison of Sigil. (The Factol’s MnnlFsto [26111 contains a 

S+ACCAIEe IHAII IAN, 

+e *If@ VAUL+ 
a RB E * I * 

map of the prison.) The PCs have to flnd a way through that first If 
they hope to get this information. 

The Vault’s stuck down in Colothys. It’s surrounded by razorvine, and 
there‘s only three windows on the outside of it, so it’s unlikely that the m e  
can come through Carceri - wen if the PCs could find the place, which is 
highly unlikely. 

+ @NB DAY IN SIGIL,  . 
The next time the PCs are looking for some hidden information (something 
PCs are always wont to dol, the trail eventually leads to an old blood named 
Kimufi [Pl/ P human/T31Revolutionary LeaguelCN; unpredictable, change- 
able). Whether it’s for information on a god’s lair, the exact time the air’s 
going to clear in Slgil, the jeweled skull of a pit flend, or whatever, the trail 
leads to Kimufi. 

She’s got the information the PCs need, but she’s not willing to meet 
them in broad daylight. Instead, she sends a courier asking the PCs to meet her 
at a iiffle tavern in the Lower Ward in about two hours. The tavern’s called the 
Drunken Berk. 

+ 1 8 +  
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The bar is a small place, 
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Harmonium patrol c h q e s  through the wreckage of 
kicking wide the tiefling’s body. Six guards con- 
PCs, ready to deal with any trouble they might put 

de%nsc. If the Pcs give the pptml any trouble, one of 
blows a w W e  and ten more Hardheads come boiling 

The captain stalks over to where Kimufi’s doing her 
says, “Well, m’lady, i t  seems the game’s 

a known criminal?” Just about any an- 
captain, as long as the PCs don’t come 

out and say they were plotting the overthrow of the 
onium. The captain just wants to make the PCs sweat a 

t why they were associating with some- 
doesn’t approve of. He lets them go 

o n 4  he’s satisfled of their innocence. 

ONIUM GUARDS, HUMAN M W S ,  FIGHTER 2 (6 OR 16): AC 6; 
hp 16 each; THACO 19; #AT 1; Dmg 2d4 (broad 
Si! M (6 feet); ML steady (12); Int average (10); AL 

lMAN F l ~ i S i  RAC 5; MV 12; hp 41; 
0 16; #AT 1; Dmg 2d4 (broad sword); SZ M (6 feet); 

(14); Int high (14); AL LN; XP 175. 

the Hardheads lead Kimufi from the bubhouse, she 
callq back, “ u y o u  want that information, you’ll have to 
comt jind me!” Her next words are muftled as one of the 

PCs have two rounds to consider what they‘re 
do. At the beginning of the third round, Jinx picks 

the floor, looking sadly at the remains of his 
are stunned, he says, ‘‘What? Haven’t you 

He turns to the door, stops, 
back for a moment, “Don’t leave town. 

information you’ll 
leaves before they 

THB TRIAL 

ARer two days, J i i  arrives at the PCs’ doorstep. He loo& 
tense and drawn. “Her trial‘s today, ” he says. He beckons 
the PCs to come with him. If they don‘t he pauses and asks 
them what they’re walting for. “Do you want to know where 
she’s going?” he asks. 

He leads them through the crowded streets of Sigil di- 
rectly to the courthouse. When the PCs can tinally make It 
into the courtroom, the presiding Guvner announces his 
sentence: 

““-*<f, for your many crimes against the hwptl orders 
of Sigil, I do hereby decree that you (UT to spend 

rcrrcu.vsder of your life in the Prison of Sigil, wfthout 
hope of reprieve.” 

Mercykiller guards take her shackled form from the 
hall. Jinx turns to you and says, “Well, it looks like you’ll 
have to do something about that. She ain‘t going to be 
use to you in prison. ” He melts back into the crowd. 

THB PURSUI+ 

Now the PCs have to make a choice: Do they sp- KtmuR 
from prison, or do they let her rot? Do they take the chance 
of angedng the lawgiven, or do they mcelrly submit to the 
powen that be7 

Ifthey give in, the adventure’s m. They should be left 
without any other possible leads on the informstion they 
sought. 

On the other hand, if they choose to go after her, then 
they’ve got sweral options thcy can pursue. Obviously, 
snatching her from the hands of the (very well-quipped) 
Mneyktller cscort is out of the question. Howcw. t h m  m 
ways to get around them. Listed below are several options 
and their probable outcomes 

1. FINDING AN APPROAC..,,., Jarol Mantai (P1/6 
buman/O-levelPraternlty of Ordn/LNh a low level deh is 
dissatiaflcd with his position and always looking for a link 
extra jink. Depending on how the PCs approach hian, he 
might aipn to flnd Kimufl for than. For about 3,Ow gp, hc 
does some digging to flnd out exactly what cell Kimutl’s 

supposed to be in. He comes up bl& malfia w h m  shc 
mal& is, and relays: “Oh dear. Shc’s in 

the Vault. “When pmsed for deai&+ 
he holds out for an 1,ooO 

gold. nWng to rev4 thts in- 
fomt ion  for less. If the PCs 

pay him, hc explains that t W s  
a D&OB on C a r m i  where the& t 

&iblcmr*m are sent and that 
she’s been sent there. The d y  addl- 
t l d  Wormationhchaa isthptthe 

only cntrpnce to the Vault is hidden somewhere in I” 
the bowels of Slgu’s Prison. 

+ 20 + 



The party could try to snatch some 
and strut boldly into the Prison, 

the lower levels, and seek out the 
port$. Sadly, the Mercykillers have seen berks try this be- 
fore, land the PCs are doomed to capture if they don't find 
somebne - either an Anarchist or a ranking Mercykiller - 
who an teach them the secret signs for the week. In that 
c a s e p  might also find the portal that leads to the Vault. 
It's o the lowest level of the Prison, in the middle of a hall- 
way it with three candles. All the rest have four or five 
torchb burning In them. The gate key is a pair of manacles. 

Any appeal directed to any of the lawgiving fac- 
bum s rnd with a blank stare, a check through the records, 
and $e frosty answer of, "We have no such case on our 

IENCE: Sadly, this avalls nothing. The 
vers have conveniently forgotten about the whole 

case, nd they won't even help out their allies in this. If the 
PCs a members of a lawrit1 faction, their bosses tell 'em to 
forg about it. 

and finding the Vault in the first place, without a 
5. BREAKING IN: Aside from the problems of getting into 

good coloT dea as to where Kimufi is, this is practically an invita- 
tion t# be scragged and put in the dead-book. 

i 
fier a while, the PCs should find a way that leads 

the Vault tucked away on Carceri. It may take some 
a matter of weeks, but with persistence and 

they should be able to do it. 

The dpult, if seen from the outside, looks a lot like a sea 
urchi that's been rudely misplaced to the mountains of 
Colot ys. It's a great metal orb with jagged blades poking 
from at various angles and pierced with only three win- 
dows. t's coveml in razorvlne, and surrounded by the weed 
for n rly a mile around. The windows are mounted about 
50 f off the ground, and there's just no way to climb in 
with0 t being noticed by one berk or another. Realistically, 

ce the PCs make it to the Vault they have to figure 

the o y way into and out of the Vault is through the two- 
way p rtal from the Prison in Sigil. 

out a ay to get their job done and get out. That's their re- 
spons bility. What's presented below is the layout of the 
Vault o that the DM knows the ament situation there. 

1 
1 

TH@ Q U A R D S  

ngent of Harmonium and Mercykillcr guards serve 
of the Harmonium and 50 of the Red Death. The 

the power of life and death over the nrisoners, 

- andmost 
Jf them don't hesitate to use 
this power when a prisoner's 
even the slightest bit out of line. 
They stay in a barracks in area 6, with about 10 to a room. 
Their numbers rotate every two weeks, with new guards 
coming in to replace the ones who've been stationed here 
for so long. The guards are forbidden, on pain of death, to 
discuss the Vault, and so most of them never utter a peep. 
They never know when they might be peeping to a mole 
from their own faction. 

The guards get along surprisingly well, considering the 
fact that they've got occasional philosophical diffnrnces. 

r- 

;MER AC 5; MV 12; hp n 
22 each; THACO 18; #AT 1; Dmg 2d4 broad sword); SZ M (6 
feet); ML steady (12); Int average (10); AL LN; XP 65 each. 

AC 5; MV 12; hp 
20 each; THACO 19; #AT 1; Dmg Id8 (long sword); SZ M (6 
feet); ML steady (12); Int average (10); AL LN or LE; XP 65 
each. 

1. ARRIVAL ROOM: The portal outlet from the Prlson is rarely 
guarded; prisoners are supposed to come in with escorts. 
This is one of the three chambers in the entire building with 
a view of the outside. It's obviously intended to tell the new 
prisoner that it's his last look at the outside world. The mom 
is made from dressed stone, though the outer wall is of the 
same metal as the rest of the shell of the Vault. T h m  are no 
decorations in this room. 

2. HALL OF REALIZATION: Down this hall is the long walk for 
the newly arriving prisoner. It's intended to drive home, 
once again, the truth that the prisoner ain't never going to 
leave. Two secW doors art Inexpertly hidden on either side 
of the wall; anyone who passes by can detect them on a roil 
of 1 on a d6; anyone who's actively looking can detect them 
on a 3 out of 6. They lead to the offices of the Vault and the 
guard barracks. 

INIEN This room serves a 
dual function. It's curtained a If-way so the two dutls  
don't interfere with each othet. une side is the intermgation 
chamber, where the guards bring a priaoner who's thought 
to be withholding information on upcoming treacheries in 
the prison, or information that some high-up in the faction 
needs. There're all sotts of devices here, designed to ming 
the truth from a body's screaming flesh. 

The other part of the room holds the records of the pris- 
oners who're currently alive, those who've died, and indicat- 

' ing who knows what. The dead ffle Is far larger than the liv- 
ing one. Here's also hard evidence of lawbreaking among 
the lawgivers for anyone who can g-* -+ I+ 



all deadly serious about their jobs, and that they 
won't put up with any guff from the prisoners. 

7. Ewacrse ROOM: This mom is where 
the guards get their exereisc. It mka 
of stale sweat. The room aoInIng is 

4. THAMAN'S OFFICE: 
This is the ofRce and M n g  space of 

at0 Thaman, the warden of the Vault. 
hb bed hidden in an alcove behind 
and grabs quick catnaps between briefhgs with his 

prisoners, and writing 
ives to the high-ups of all h e  factions to inform them 

Though he's only an admidstrator, and not an ex . 
big man, power's hidden behind Thaman's '....; 
's deadly with flghting sticks, and he's been known 
own gehreleths by himself. His men respect him al- 

as they fear him; both are flne with him, as 
't interfere with the guards' duties. 

aman s not a blood to be trifled with, though plenty 
to try. He's quick and dangerous, both physically 

and he often seems to know what an enemy Is 
the enemy does. 

STA CAT0 THAMAN, TIEFLING M A L E ,  FIG~ITER 8 (HARMONIUM): AC 
-1  ( hain mail 4; MV 12; hp 68; THACO 13 (10 with flght- 
ing ticks); #AT 2; Dmg ld6+5/ld6+5; SZ M (6 feet); ML fa- 
nati (17); AL LN; XP 975. 1 Notes: Specialized with fighting sticks. 

I S  16, D 17, C 15, I 16. W 13, Ch 14. 
Personality: unbending, harsh, domineering 
Special Equipmmt:fighting sticks +2, chain mail +3 

5. UARD TOWERS: From these 50-foot-high towers, the 
gua ds can observe not only the passages leading to and 
fro the Vault itself, they can also see the hell hound runs. 
Th 've got an excellent vantage point for any foolishness 
the i risoners might be up to, and they've got gongs and 

their fellows when trouble rears its head. Four 
from each at any given time. 

used by both factions. The rooms are all tidy; per- 

are totally dedicated to the cause of law, 
chaos in any form in their pristine lives. 

change of the guard, because he's 

fastidiousness stems from the fact that members 

here, a berk who's practically been sentenced here for 

-- 
the equipment room, with items both 

for practice and for real combat. The b l a b  
here are real, and prisoners would deAnitely like to get thdr 
hands on them 

8. BARRIER~HELL HOUND Between the quarters is a run for 
a pack of six hell hounds. The guards In the towers throw 
them meat from time to time. If a be& ever were to escape 
the prisoners' area, the guards above simply lift the 
portcullis separating the run from the hall, and the poor 
berk goes down under a heap of fiendish canine flesh. 

HELL HoWs (6): AC 4; MV 12; HD 5; hp 35 each; "HAC0 15; 
#AT 1; Dmg I d l e  SA breathe flre (5 polnts of damage); SZM 
(5 f n t  long); ML elite (13); Int low (6); AL LE; XP 650 each. 

I H B  P R I S O N a R S  

Several hundreds of prisoners are interred here; thm'd be 
more, but dozens are killed each week by the overzealous 
guards. About 100 are crammed into each cell block, with 
new ones coming in all the time. 

The prisoners have organized themselves into various 
gangs. The ieaders'd probably be the murderers, if it weren't 
for the revolutionaries. The thieves and troubkmalrm are 
the stealth brigade, the murderers the muscle. The guards let 
this go on as long as the gangs don't actually begin plan- 
ning a breakout; if it seems that one's gotten too powerhl, 
the guards just execute the leader and give some other gang 
a chance. Besides being an excellent way to keep the prison- 
ers distracted it gives the guards something to wager on. 

9. INTO THE VAULT: The passage leading down to the cell 
blocks is made of wrought iron wrapped wlth razorvine. 
Every time a new prisoner's escorted in, the locals gather 
round and mock the newcomer as he makes the trip down 
the passage, trying to get a show of emotion from the new 

bird. How a body carries h i m i f  h m  
is important to the rest of his exis- 

tence in the Vault. 
Once beyond the pas- 

sage, the prisoner's told barracks, sleeping 10 to a room - n of the smaller aaacent rooms are the 

- 
whiih cell block to go to, 

and given his bedroll and food. He's then ushered into 
his new life. I '  When a prisoner passes near the vine, the traditional 
time for revenge is at hand - a body gets a good shove into 
the razorvlne and he can kiss his features and maybe some 
flngers goodbye. Only those who're extremely confident or 

The bther five are the Merrykillers' quarters. 
ards' area is spartan, but not entirely 

show that 



1 0 .  4 XERCISE YARD: Every day, the prisoners are let out of 
thei$ cells for some exercise under the metal roof of the 
dom , The men and women are almost never let out at the 
Sam time. They have to filter through the doorway near 
the se of the passage in, so they've got to line up into or- 
der1 ranks. The most powerful men and women of the 
priso are first in line to get out into the yard, and the last 
t o g  backin 

11.  OMEN'.. ,JARTERS: There are more cell blocks in the 
wom n's area because it seems that Sigil's judges go easier 
on w men - or maybe they go harder. Most people'd prefer 

e two current gang leaders of the women's area are 

Stothis (PI/? half-elf/%/Fated/NE). They both try to 

to be executed than be forced to live the rest of their lives in 
the ult. 

Deay Reln (PI/ ? human/F5/Rwolutiona1y LeaguelCE) and 

recru t the new folks, and both do their best to try to make 
the brit o er one look like she's gaining too much power while 
tryinf to gain ever more power for herself. Both know that 
somq day soon, one will be singled out for execution. 
They'p just trying to make it the other one. 
+ 1 '1~-B .  MURDERERS: At least 1 0  mass murderers are hid- 

en in these two cell blocks, some of them who were 4 und performing arcane and exotic rites with the bod- 
1 s. The rest of the women in here ain't to be trifled with 

ther; they're not here for a single offense, and they'd 

+ 1 C-D. REVOLUTIONARIES: This is where Kimufi's hidden 
Vay, with the other plotters of the lawgivers' down- 
f 11. If she's given enough time, she begins to form her 

n gang with a fair amount of success. She has some 
atitude for the members of her gang, and she insists 

t t! at at least one of them be permitted to accompany 
I out. 

+ T 1 E-F. THIEVES: Some of the more accomplished thieves 
gk Sigil now live here. Of course, they couldn't be too 

od, or they'd've never been caught. Still, there's a fair 
1 ount of stealth and skill here, and the women com- 
1 re notes in case they ever make it to the outside. 

1 a 

pleased to kill again if given the chance. 1 

h e  men live in conditlons similar to 
rca oy m e  women, but they're more content to 
. They leave scraps of food and cloth lying 
only the direct order of a guard makes 'em pick 

e three gang leaders of this section are Juwan Bari- 
f/F4/LE), Hiliman Bressler (Pl/d tleflinglM51 

m/LE), and Taribj Kelmain (PUS human/T5/Revo- 
League/CE). They're a brutal bunch, and each is 
capable of understanding the others' plans and 

They play a dangerous game, and their min- 
ken out into war before the guards were called 

the carnage. They've been manipulating each 
ough that they know one of them's due to go 

1 
4 N ' S  

+ 12A-B. MURDERERS: A real group of psychopaths live 
here, the ones who're proud of their feats. They're the 
murderers with brains, the ones who planned out their 
kills from beginning to end. They're frightening folks, 
and most smart bashers leave them well alone. They've 
been known to drive those they don't like to suicide. 

And, of course, there are those who just kill be- 
cause they love killing. 
12C-D. THIEVES: From the common cuipursc to the most 
elegant house-burglar, these cell blocks hold 'em all. 
There's some justice, it seem, in dropping the more af- 
fluent among the less intelligent, and fights m com- 
mon between both groups. The burglars hate the bash- 
ers and vice versa, and few weeks go by without one 
of 'em waking up dead. 

the crazed fanatics of Sigil. 
They have no goal but the de- 
struction of the factions, but 
most of these bcrks are the tiresom 
kind who talk nothing but escape and overth. A few 
have their sights set a little hlgha, but they tcad to lay 
low. 

+ 

+ 12E. REVOLUnONARES: These 8R 

U '- 

+ 23 + 

Of course, once the PCs've snuck in and retrieved Kimufi, 
they've got to sneak back out. It's not like the wardcns M I 
just going to let them go, either. Unless the PCs have brrn 
remarkably stealthy, the whole compound is in an uproar, 
and the PCs may find themselves becoming residents of the 
Vault if they're not careful. 

If the party makes it that far, they still have to make 
their way out through Sigil's Prison itself. Just because 
they've gotten out of one prison is no reason for them to as- 
sume they can do it twice. If they're not careful, the DM 
should feel free to punish them. 

Naturally, the lawgiving factions aren't going to be too 
happy to realize that one of their prisoners has been stolen 
out from under their noses. They do whatever they can to 
find out who did it and how. Only if the PCs were good 
enough not to set off any alarms or rouse any guards or pris- 
oners can they avoid a manhunt. Hopefully, the party was 
smart enough to wear masks or conceal their identities in 
some other way, because the factions have long memories. 

Kimufi is grateful that the PCs went to so much trouble 
to rescue her. She's so grateful, as a matter of fact, that she 
refunds the PCs' price on the information they sought, as 
well as giving them a discount on the next time they need 
some questions answered. Granted, that's not much grati- 
tude, but hey, a body's got to keep food on the table. 
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In WhJ-h *he Heroes discover Din Fiendish Schemes 
and 81 of Legendary Propodon. 

NUMBER OF PCS: 4 to 6. 
LEVELS: High (9th to 12th). 

PCs PREFERRED: Rangers or druids should find much motiva- 

FACTIONS: Any. The Verdant Guild and Guardian sects would 

SYNOPSIS: Baatezu are kidnaping creatures from the Beastlands 
to fight in the Blood War. 

9 kB 1 D D @ N certainly oppose the baatezu. 

v 
A 

F-. I 

b e  Vile Hunt a sect from the Outland8 dedicated to c%mmh&@ the sen- 
ient animal-petitioners of the Beartlands, has -tiy stn& a k+ with 

the baatezu. 'IzlcVik Hunters guide the bslltau through thc 
Beastlands'wUdemess, leading thun to the lairs pod Iptbct- 

S f R  in@ of the largest, Remest riaimal petIhms: the bantau 
then &e the crlttm and gate them to a staging a m  on the 
Gray Waste, to k unleashed on thetnnu'd in a norBlood 

nnimp1-peMtkwm they 
consider abomimtlons, and the ksgpt have a nasty surpalsc to 

spring on the tanar'ri. Besides, the !lends use anyexwe to get to 
an Upper Plane w h a t  they can caw some havw 

Thing is, the baam hrrvejust dismvaed dupolwb- 
den Plateau and itJ reptilian InlrrMtmb, and they've con- 
v i n d  the Vile Hunters that t h e  matma am warst 
examples of sentient animals on the plane. me dhtmp\ur 

wen7 intelligent, but the Vile Hunt ain't inclined to pUratten theit mw dies)  
Creatures of high Hit Dice attack as if their natural mapoiuy (daw& 

imgs, and so on] is quhralmt to magical weapons. Table 48 of tk DJtW C 
reproduced below. This 'boost" for natural weaponry allows the Bcrsttsads' 
natives to be effective combatants against the tanar'li in the battles of the 
Blood War. 

LLS 

L war offenswe. 'Izds set-up works for both pMtLcI; the Mc 
Hunt is rid of some ofthe 

w.wJS PLANAR. 
i B@F(BR@ 

H HALF 
RAN N e SAU R 

4+1 or more 
\6+2 or more 
8+3 or more 
10+4 or mom 

+ 24+ 

CkMURESB 
+I weapon 
+2 weapon 
+3 weapon 
+4 weapon 





+ Q B + + I N Q  SI)IAR+#D + 
e PCs are involved with the factions. thev can be drawn 

{nt this adventure by a high-up in the faction one or'more 
of k e PCs belongs to. It seems that this faction (or at least 
th4 high-up) owes a favor to the Verdant Guild. The Guild 
(wqose membns are also known as the Wyldersl acts to pre- 
serbe the natural splendor of the Beastlands and other 

Well, the Wyiders are calling in their marker, and the 
high-up chooses the PCs to pay off the debt. If the 

are already a part of the campaign, the DM can 
event prior to this scenario where one or more of 
owe the Wylders a favor directly. 

I u the PCs are not involved with the factions, the fol- 
low#ng scenario may be used to bring the PCs into the ad- 
ve#ure: The PCs' reputation has brought them to the atten- 
tlod of a ranger who's recently come from the Beastlands. 

also know the PCs from past adventures.] He's 
his friends in the Wylders that large, often 

are behind the dis- 

the Dutlands. 

complex in a burned-out, roafless cathedral they call the 
Center of Eternal Dreams. 

The dosest thing to a Nkr the brg's got is Wrath, a hs#e 
stone statw with glouring biue eye flrcrt stmrds guard over the 
wide pool that serves as the gate to the Beastlands. Wrath 

tc, and those who lie UpuPlEy end 
's otkn end. Straight ahead is 

or other bird of 

ur/F'I/Verdant Ouild/NG) greets 
sit a t  her table. She doesn't re- the PCs and invi 

offers to share t 

Note that Strongbow does not 
disclose exactly what kinds 

ofanh&&bcingkid- 
naped from the b t l a n d s .  

She mcatbm "large 
predators" lad Ms the 

PCs draw their own condtnions. She 
ows that dinosaurs from thc F'olMddcn 

missing most recently (a *a she did 
as hc's not a Wyldcr). The plateau 
scrrcr, the Wyldns thought wnc 

but they've been proven 
cautious. As she 

I 

If the PCs accept the offer, the ranger (named Domer, if 
he's not an NF'C already known to the characters) teUa them 
to k the Wyldn called Strongbow at the Badger Hole tav- 
em n Paunel, the gate-town to the Beastlands. ('Course, if 
the T Cs are sent to Paunel by a faction high-up, the high-up 

them toward the same tavern and contact) 



long ago, the Warden's pack got a scent and took off 
after i t  while the Warden stopped to rescue a deer faun 
that'd gotten stuck in the mud. By the time the Warden 
caught up to his pack, the bashers the dogs'd scented 
were gone. But they'd tore through the Warden's pack of 
trained hunting dogs like a pitfiend through lemures." 
"The Wylders can pay a total of 10,000 gold q y o u  can 

find out how and where the Vile Hunt's taking the crit- 
ters. But, there's one condition: We  don't want you 
berks unleashing fireballs and lightning bolts all over 
our forests and such. Give me your word you won't use 
those big area-destroying spells. Deal?" 
If the PCs haggle with Strongbow, she increases the 

price 40 12,000 gp and allows the party the use of a wand of 
the Vlders. Usable by any character class, this wand, carved 
with skenes of animal life and bearing a hawk feather at the 
wide dnd, functions as a ring of animal friendship. (It has 
other pses, which she reveals only after the deal is closed.) 
All ar$mal-petitioners recognize these wands and cooperate 
with their holders to the best of their abilities. This doesn't 
mean b a t  the PCs can command the critters of the Beast- 
lands. Remember they're intelligent - some of them may 
even e smarter than the PCs. The critters won't let them- 
selves I be used as sword fodder or trap springers for the PCs. 
If the PCs attempt such cowardly tactics, the feather falls 
from he wand and the item never agaln functions for them. 

Skrongbow tells the PCs to show the wand to Wrath 
when they approach the gate pool, and he'll allow them to 
pass. e wand also serves as spell key for all spell schools 
for P mages on the Beastlands. 

+ 
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ssing Wrath and diving into the gate pool, the PCs 
the first layer of the Beastlands, 
gate here is a vertical archway 

three immense trees. (Actually, these 
st three of the smaller branches of Yggdrasll, 
h that grows through all the layers of the 

mounts, animal companions, and familiars 
ght through the gate now run. fly, slither, 

r masters. No animal, no matter 
rained, can resist the wild, feral nature of the 
and the primal urge to be free. Unusual animals 

orse. mage's familiar, or ranger's animal 
n) return to the PCs before they leave the Beast- 
ne are harmed and they retain any equipment, 

possessed when they fled. 
ossess wilderness or animal-related skills 
irection sense, or animal handling find 
ct to a +IC% (+Z on proficiency checks) 

on the Beastlands. Also keep track of the time 
, as primal changes can begin to 
n a matter of hours. See Liber 

Bnevolentiae for 111 details and for notes on how magical 
spells are affected on this plane. 

Although the PCs don't know it yet, 
Wrath's gate set them down in the jungle 
atop the Forbidden Plateau. (If DMs wish for 
tropical climate to have an effect on the 
PCs, see the AL-QADIM. Arabian Adventures 
book for rules on adventuring in the heat.) 
Wrath knows exactly what's going on, and 
sent the PCs right into the thick of the trouble, 
hoping the berks can handle it. He's even 
arranged a test of the PCs' mettle: Wrath 

t -  
the characters into an area he knows 
is inhabited by a mated pair of ae- 
serpents (see the MS booklet 1 c 
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*- for details). Wrath 
knows that a tough 
road lies ahead of 
the PCs and they & - 
need to k on 
their toes from now on. He figures that if the berks can't 
deal with the aeserpents, they'll just jump back through the 
gate using the wand of the Wylders. If any PCs do move 
back through the gate to Faunel to avoid the aeserpents. 
Wrath calls the berb  cowards and tells them to go report 
their cowardice to Strongbow, as he won't activate the gate 
for them again. 

Allow the PCs a few moments to acclimate themselves to 
the dense forest growth, the dim sunlight penetrating the 
thick canopy of leaves, and the warmer climate. The aner- 
pents're effectively invisible in the deep shade of the tree 
branches where they're hiding. When they attack, have the 
PCs roll for surprise with a -2 penalty due to the aeserprnts' 
camouflage. If the PCs aren't surprised, both aesnprnts at- 
tack immediately. If the PCs are surprised, one aeserpent 
takes its free attack while the other moves into a position to 
strike a PC from behind in the next (second) round of combat. 

In that second round, have the PCs roll for surprise 
again, as they're likely not expecting another 20-foot ser- 
pent to attack them, especially from behind. This second 
surprise roll can be disregarded if the PCs state they're look- 
ing around for more attackers. Apply the combat modiflea 
for surprise and attacking from behind to the aeserpcnts' at- 
tack rolls (+1 and +2 mpectively) when applicable. For only 
the flrst round in which the PCs can attack each arsnpcnt, 
apply the -4 modifier for invisible creatures to the aner- 
pents' AC 3, (giving each aeserpent AC - 1 for that round) 
due to the aeserpents' position in the shade of the trees. 
Thereafter, the PCs can follow the movements of the a m -  
pents automatically. 

1 

(2): AC 3; MV 18; HD 7: hp 50 each; THACO 13; 
g 2d4+ 1 ; SA venom, swallows whole; SD invis- 

ible in darknew; SZ L (20 feet long); ML steady (11); Int low 
(6); AI. N; XP 2,000 each. 
Speelal AbiIittes: Camouflage. venom, swallows prey whole. 



search the area after dispatching the aeser- 
they can flnd a clutch of Id8 eggs in a nest formed 

branches in one the trees the aeserpents were hid- 
eggs can be sold in Sigil for 200 gp each if the 

take them. The eggs must be kept warm and 
if the young aeserpents inside are to hatch 

I 

I As they look around, the PCs notice a path through the 
ge not far from the snake lair. Closer observation of this 

su cessfully. Damaged eggs or those that do not hatch liv- 
in aeserpent young are worthless, except perhaps as a 
ta meal. 

reveals that some very large creatures use it regularly. 
ce of this includes large (6+ feet tail) plants trampled 

rfoot, tree limbs 10 feet off the ground broken off as if 
ng snapped them as it passed, long, deep gouges in a 

(where a triceratops cleared its horns of foliage), 
, deep, roughly circular track left by a multi-ton 

with short, blunt claws in a puddle of mud on the 
- the track of an ankylosaur. (Unless the PCs have en- 

dinosaurs before, they are unlii ly to realize what 
m ner of bcast made the track.) 

'Once they find the track, the PCs can follow the path 
The ankylosaur moved through this area very re- 
and more tracking check successes reveal that the 

moving quickly - as quickly as a 
lush forest. The tracks move east 

path. The ankylosaur was fleeing from a party of 

b 

Vfle Hunters and baatezu, but the plusuers left no tracks on 
the path simply because they're much smaller and lighter 
than the dinosaur. Generous DMs may allow subsequent 
successful tracking checks to determine that 'something" 
was following the ankylosaur, but the evidence (the boot 
print of a Vile Hunter) doesn't allow the tracker to learn the 
identity of those pursuing the dinosaur. 

As they follow the path, the PCs are exposed to the 
wonders of the plateau. The environment and native crea- 
tu rn  are most likely completely new to them and the dis- 
covery should fascinate the PCs. Ptuanodons fly overhead 
while velociraptors hiss at them from the underhuh; at one 
point they may have to hide from the thundering footsteps 
of a tyrannosaur. Unless the PCs threaten the native m- 
turn they are not attacked. Allow the charprtm to explore 
the plateau for as long as they Ash, as the path they fdaw 
may lead on for hours or days as the campaign demands. 

AIIIBU 

The baatezu, not being inclined to waste an opportunity to 
deflle an Upper Plane, have constructed an altar for srd- 
flces to the Lords of the Nine. The altar's near their gate to 
the Blood War staging area on the Gray Waste, whem the di- 
nosaurs are being sent. The baatezu have raided nhtive 
beastmen villages and taken captives. These captivca arc 
then brought to the altar, when they're t o m  and killed. 

m 

p f r o r n  Faune 
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The primitive beastmen (short, slender humanoids with 
a flne layer of dark green fur), terrifled by the appearance 
and ahions of the baatezu, have set up ambushes around 
their ttcc villages and are attacking outsiders on sight. The 
PCs a T  about to fall victlm to one of these ambushes. 

Have all the PCs make individual surprise checks with 
-6 papities as they reach the ambush site. The beastmen in 
the t r + -  are 9046 invisible (treat them as thieves with a 9046 
hide-ib-shadows skill) as they drop a large, weighted net 
woveq from jungle vines and creepers atop the PCs. Sur- 
prisediPCs are taken totally unaware and are fully caught in 
the hepiy net. PCs who aren't surprised can avoid the net 
mire@ with a successful Dexterity check at a -4 penalty 
iue toithe size of the net, the narrow path, and the thick un- 
dergmpth that borders both sides of the trail. All others are 
caught. 

Cbptured PCs suffer Id8 points of damage and fall to 
the gdund as the heavy stones tied into the net strike them 
IS the lnet falls. Purther, the net is thick and strong, requir- 
ing a IJtwngth of 17 or higher to rip. Three rounds of ripping 
k e s  dne PC. Each thick, flbrous strand of the net takes 8 
points of damage from edged weapons before it is severed. 
Blunt weapons have no effect. In addition, all PCs trapped in 
the ne1 who attempt to free themselves by ripping or cutting 
the net suffer 3d4 points of damage per round as they are 
cut by! the thorns and sharp splinters the beastmen wove 
into the mesh of the net. 

IN the round after the net is dropped, the 20 beastmen 
in the branches attack. Each beastman fires two darts from 
his blo?vgun, causing 1 point of damage with each success- 
ful hitjThose PCs trapped in the net cannot apply Dexterity 
bonus+ to armor class. All other AC modifiers still apply. 
The dapts are tipped with Type D poison (see DMG, Table 
51): the onset time of this poison is ld2 rounds. All PCs hit 
by a dlrt must save versus poison for each hit. Those who 
fail thd save take 30 points of damage; those who make the 
saving w o w  suffer only 2d6 points. Multiple dart hits result 
in cumblative damage from the poison. No PC can take any 
other actions [including attacking or working to h e  oneself 
from tye net) during the round($ in which the poison causes 
damagt, so severe are the muscle cramping and convulsions 
the toxin causes. 

Injthe next round, the beastmen scream a war cry, leap 
from w i r  positions in the tms, and attack with sharp stone 
axes (l/d6/1d4) and spears (ld6/ld8). Only those PCs who 
escaped the net or who're trying to free themselves from the 
net areiattacked; others are guarded at spearpoint by waIy 
beastmkn. Elves or others who understand the elven tongue 
may retognize the beastmen's cries and subsequent speech 

with a successful In- 
due to all the other action 

I 

sacriflced. If one of the PCs at- 
tempts to communicate with the beastmen in elvish or by 
using magic or psionics, or if a PC displays the wand of the 
Wyldam, the beastmen cease their attacks and their leader 
speaks with the PCs. Vacca. one of the survivors of the 
baatezu's last raid (and he has the scars on his chest and 
arms to prove it) and the leader of this attack, explains the 
situation in broken, barely understandable elvish. He bows 
deeply, apologizing for the ambush. He explains he and fel- 
low tribe members were only defending their homes from 
the outsiders and pledges ail the help he and his band can 
offer if the PCs help rid his land of the "horned evil" plagu- 
ing it; the beastmen have no prior experience with baatezu 
and do not know them as such. 

In all other cases, the beastmen fight to the death in de- 
fense of their tribe and homes, and the PCs lose valuable al- 
lies whose knowledge could help them. 

BEASTMEN (20): AC 8: M V  12, C1 12; hp 15 each; THACO 19; 
CAT 1: Dmg by weapon; Si! M (4-5 feet tall); ML 20 in this 
encounter: Int average (8); AL N: XP 270 each. 
Special Equipment: Net, poison darts. 

After the battle has ended one way or another, the PCs 
can move farther down the path. If they've made peace with 
the beastmen, Vacca tells the beastmen to lift the net back 
into position and prepare another ambush. Vacca himself 
serves as a guide for the PCs. He explains that his band saw 
the "stone lizard-god" (an ankylosaur) fleeing a party of 
"dark hunters and homed evils" not long ago and that they 
dropped the net in an attempt to help the stone lizard-god 
escape, but the homed evils spotted the net and avoided it. 
The hunters ignored the beastmen in the trees and continued 
their pursuit of the dinosaur. Vacca sent his son, Vamh, to 
track them. 

As the PCs resume their trek down the path, Vacca can 
pass along the following information: 
+ The beastmen refer to the Forbidden Plateau as their 

"home in the clouds," and they've lived here since the 
bann ing  of time (as far the beastmen know). 

+ Many kinds of great lizards share this land with the 
beastmen, including "hunter lizard-gods" (tyran- 
nosaurs). They are the reason the beastmen live in tree 
villages. 

+ No other 'talkers" (sentient beings) live in the home in 
the clouds, but "masks" (Wylders) visit the land and 
harm neither the beastmen nor the lizard-gods. 

+ The dark hunters and homed evils came some time ago 
(the beastmen don't have a calendar or record the pas- 
sage of time as weeks or months) and started taking 
lizard-gods and beastmen away to a "bad, dark place." 
Thtr is where the beastmen intend to lead the PCs. 
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Before Vacca can further describe 
the "bad, dark place," another 

beastman comes bursting out of 
the underbrush with a re- 

port. (DMs may 
have nervous and/ 

or wounded PCs 
make surprise rolls to 

determine if they hear the scout 
moving through the thick 

growth before he appears. No 
pe T alties apply to th is  roll as the scout is not attempting to 
re ain unnoticed. Describe for any surprised PCs thr noise 
co ing quickly toward them through the undergrowth . . . 
on to reveal the source as one of Vacca's people.) 

The beastman turns out to be Varssh. He tells Vacca 
ab4ut the scene in the clearing ahead, and Vacca bolts into 

i 
saylng, "Evil ones tty to catch stone lizard-god by 

We help!" If the PCs follow Vacca through the 
they emerge in the clearing between the path 

You crash through the last of the foliage into a small 
and the pond. Read the following aloud: 

clearing with a large pond to your left and a path leading 
back into the forest on your right. Ahead ofyou, a huge, rep- 
tilt  with armored plates, side spines, and a great knobbed 
tail is trying to fight off a band of attackers. The great lizard 
has been backed up against the pond, and its attackers have 
cut off any retreat. 

The beast's attackers are a group of f i ve  hamatula 
baatezu. These barb-coveredpends leap about, taunting the 
tired reptile with feints, laughing and jeering at the wounded 
animal's waning attempts to defend itselfwith swings of its 
great, armored tail. Occasionally, one leaps in  to rake the 
beast's vulnerable underside or eyes, to which the beast can 
only bellow its pain and rage and turn, too slow, trying to 
meet the attack. 

The beastmen with the PCs a n  terrified of the baatezu 
and won't attack them. Vacca and Varssh head toward the 
human, but before they can reach him, the man commands 
one of the hamatula to defend him. The baatezu easily holds 
the two beastmen at bay until the PCs engages it in combat. 

All but one of the baatezu (the one defending the robed 
human) move to fight the PCs upon their appearance in the 
clearing. The fiends follow the human's commands thmgh- 
out this scene. The human is Nihmron, a member of the Vile 
Hunt and a wizard. He commands this hunting party with a 
medallion of command. The medallion, engraved with the 
image of a gelugon. Is what allows Nlhmron to command 
the baatezu. The hamatula all recognize the m ~ l i o n  as a 
badge of their leader and follow Nihmron's orders. The 
medallion also grants a t2 bonus on all saves to any 4- 
aligned wearer. (Any nonevil character to don it sufRrs a -2 
penalty to all saves until remove curse is cast on him.) The 
medallion works In conjunction with thz manacle Nihmron 
holds. The manacle is a manacle of reptile control. When at- 
tached to any nonmagical reptile (which does not include 
dragons!). the beast can be controlled by the medallion's 
wearer as if by a ring of mammal control. 

The ankylosaur collapses from exhaustion and blood 
loss two rounds after the PCs appear, and dies in 3d8 rounds 
unless the PCs act to save it. 

HAMATULA, PS MCI, (5): AC 1; MV 12; hp 40 each; THACO 13; 
#AT 3; Dmg 2d4(x2)/3d4; SZ M (7 feet tall); MI 19; Int very 
(11); AL LE; XP 6,000 each. 
Special Abilities: Pear, hug, +1 weapons or better to hit, 
never surprised, 3OQ4 magic resistance, a c t  n o m 1  jim, 
hold person, produce flame, pyrotechnics, plus standard 
baatezu abilities. 

NIHMRON. HUMAN MALE, WIZARD 8: AC 2; MV 12; hp 24; 
THACO 19; #AT 1; Dmg ld4 (dagger) or by spell; SZ M (5 
feet, 11 inches tall); M l  elite (14); AL LE; XP 2,000. 

S 9, D 10, C 11, I 16, W 12, Ch 9. 
Personaliht: Cruel. vicious. 

Special Equiimmt: Bracers o f  m e  AC2, manaclc sf 
reptile control, medallion of command, wand of size 

alteration. 
Spells (4/3/3/2): 1st - reduce, jump,  magic missile 

(x2); 2nd -flaming s p h m ,  Mews add amnu, mimw image; 
3rd - Meys minute meteors, wraithfown; 4th - stoneskin 
(already cast on himself), ice stown. 

I 
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Standing backfrom 
sick spectacle is a human in black robes with a smug One of the hamatula defends 

Nihmron while he casts offensive spells 
at the PCs. Nihmron uses these spells 

and his wand of size alteration until 
his life is immediate danger. Nihm- 

ron commands the hamatula to fight 
to the death. althauqh he has no intention of doing so 

matula is left fighting, the wizard 
' a  tnwnrd the gate. If prevented 

- - I F -  
his face. He's holding what appears to 

e manacle in his hands. 

himself. When c 
casts wraithfof 
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convinced to hold him pdsoner until the PCs return, but he 
wants something in return. Vacca proposes the following: 
“We hold 80 kill, dark hunt@, but yon bring hack k i d -  
gods, TMs their home. v they &, tky h e  Lm. Honr.” 

from (loing so, he fights until all the baatezu are dead or 
until be has fewer than 10 hp. Then he collapses to the 
gmun , begging for mercy. 

e beastmen. Vacca and Varssh, warn the PCs not to 
trust 

‘ dark hunter. In fact, they advocate killing him on 
the s t. If the PCs question Nihmron, he lies, stalls, and 
whin unless threatened with death. If so threatened, he 
spills 1 his guts, revealing the baatezu’s plan to steal di- 
nosau and use them against the tanar’d in the endless 
baffle of the Blood War. He leads the PCs through the for- 
est toithe gate site. Read the following when the group 
reach6 it: 

Before you is a small clearing, obviously cut out of the 
forest. A f ew  crude dwellings are scattered about, but the 
shocking sight that dominates the scene is an obsidian altar. 
Afull 4 feet high and 5 feet wide, the black stone bears evi- 
dence of many heinous offerings. The altar’s top is covered 
with coagulated blood and bits of dark green fur. Behind the 
altar, two trees bend together to form an arch. Both trees’ve 

I“ 

the runes surrounding it and the gate, they 

rulers of Baator. This attention may 

+ THls GRAY WAS+@ + 
When the PCs step through the gate into the Gray Waste, 
read the following aloud. 

From horizon to horizon you see nothing but gray. Gray 
sky, gray rocks, gray trees, even the colors of your own 
clothes, skin, and hair seem dully muted. You‘ve emerged in 
a shallow depression that resembles nothing more than a dry 
wash. The gate behind you is formed of bones - bonesfrom 
nothing human. Black, twisted, and broken, these can be 
only the bones of the baatezu’s enemies, the tanar’ri. 

You also see a large stone building on your left that 
seems to radiate cold. In front of that building are several 
large corrals with walls a t  least 20 feet high and cowered 
every inch in razorvine. Only two are occupied now. Both 
contain what were once proud, fearsome, powerful beasts 
like others you saw on the plateau; now they are but prisan- 
s, tortured and weak. 

. 
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is the holding 
this attention at some future point in m a  for the dinosaun &t’n 

brouaht from the Bcarthndr. 
They’re Gt hem until it’s decided 

to send them into baffle against 
the tanar’ri. In fact, the 0 dust 

cloud from the current baak is 
vaguely visible if the PCs look behind 
them, beyond the gate. The manacled 

and reduced dinosaurs am brought 
through the gate, fed from the larva pit, and 

watered with the foul liquid of the Rlw Styx4 
Most mist  such fare until hunger and the manaclcs demand 
it. Two are here now (at normal size). The herbivorous tr im- 
atops in one corral is aying from ingesting such fetid sub- 
stances. The tyrannosaur, being a meat-eater, is faring bet- 
ter, though both wear manacles. This camp is commanded 
by a $elugon named Baalzephus, and is manned by a num- 
ber of barbazu equal to the PCs. 

The PCs have a few moments to take in this scene If 
they remain at the gate: the baatezu here were not expecting 
another delivery just yet. As soon as the PCs climb out of 
the dry wash, they are spotted by a barbazu who was tor- 
menting the dying triceratops. He raises the alarm, and the 
rest of the barbazu and Baalzephus emerge from the done 
barracks. The battle is ioincd. 

size alteration to shrink the di- 
so they’ll 8t  thmugh the gate. If the 

-- 
e crude huts, the beastmen discover one 
members of their tribe. These three‘ve 

of- 
ts of the gate for his life. If this offer is 
s that the gate is active lit was made 

osaur), and that the medallion of con- 
the PCs where the dinosaurs haw been sent. 
he won’t reveal that the gate leads to Oinos, 

yer of Gray Waste. 
the PCs do with Nihmron is up to them. If they 

en 
rs 
11 
e 
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4C -2; MV 9, PI 18; hp 66; THACO 
#AT 4; Dmg ld4(xZ)/ld4+1/ld3+6 for Stmgth;  SZ L (9 
tall); ML (13); Int genius (17); AL LE; Xp 10.000. 

' Special Equipment: medallion of command. 
Abilities: detect magic, ESP, lightning bolt (3/day), 

pyrotechnics, wall ofJlrr (l/day), gate, frar, 

I..r llyv ( X  = TO PCs): AC 3; MV 15; hp 42 each; THAW 13; 
1; Dmg 2d6 (+ blood loss); SZ M (6 feet tall); ML 12; Int 

Abilities: Wounds they inflict continue to b led  (2 
@ect normal fires, command, fear (by touch), 

gate, battle frenzy, plus standard baatezu 

j Baalzephus and hi forres fight to the death. If the PCS 

the gates of the two dinosaurs' corrals, the tyrannosaur 
into any baatezu ln reach unless Baalzephus uscs his 

on ofcomman$. If Baalzephus is otherwise occupied 
ec combat, for example), he won't notice the escape 
s too late. DMa can even declare that the tyrannosaur 

1 

es on its own if the PCs are losing the battle. 
1 
I 

After the baffle, the PCs may attempt to tale the dinosaurs 
back to the Beastlands. If It's still alive, the tyMlnMw can 
be guided back by using Nihmron's or Baalzcphus' medal- 
lion, or by offering it food (at this point, It'd cvcn eat irw 

the PCs devote some healing magic (at least Wf the CTCI- 
ture's full hit polnt total) to the mature or devise some my 
to move the multi-ton reptile without harmkg it, the mat 
humane thing to do is to put it out of Ita mlaery. 

Once back on the Beastlands, the PCs should W c w  
Nthmron from the beastmcn and turn him over to the Vcr- 
dant Guild. Further adventurn on the olateau and the rest 

mti0IlS). The M m t O p  howcvn; iS tOU iu t0 IMM. udem 

of the plane are left for the DM to &. 
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The Teardrop Palace is the home of the oriental power Sung Chiang. As a god of thieves, he h 
especial appreciation for octopi, hydrae, jellyfish, Portuguese men-of-war, and other creatures 
with many reaching arms. Sung Chiang’s two favorite avatars reflect this nature: His human-si; 
avatar has eight arms, three faces, and silvery fishlike scales, while another enormous avatar 
takes the form of a floating man-of-war (the body of which is some 300 feet long). Because of 
preference for such forms, an aquatic motif joins an oriental one  in his palace. 

As Sung Chiang is a thiefgod with excellent taste, he’s a bit miffed at having his palace ot 
stinking volcanos of Gehenna. He has therefore exerted all of his godly powers to make his lit 
niche of perdition a more inviting place. Chiang has warped space around his palace to provic 
much more room in his chambers than physical constraints would normally allow. (Note the c 
perspective lines, which indicate that a 50-foot square in the palace occupies a different amoi 
space than a 50-foot square at the front gates.) When someone approaches the palace, it 
seems to recede before him - not getting any nearer, but apparently getting larger and 
larger. (It‘s like moving towards mountains on the horizon.) By the time a body reaches the 
front stairs of the palace, he finds each step to be some 7 feet high and 12 feet deep, which 
means most people have to climb up the gutter on either side of the palace. The fact that 
such an approach humbles worshipers is not lost on Sung Chiang. The warping of space 
turns the red, sulfuric air of Gehenna into an almost blue (greenish) firmament over Chiang’s 
little niche. 

Fhws: The ornate fence surroundlng the Teardrop Palace Is made of panels of wrought Iron, hung between mas& 
marble plllan. The plllars are spaced roughly every 300 feet, and the Ironwork screens occupy the space betwee 
fence Is some 600 feet high, and none can cllmb over or through It wlthout magically alertlng Sung Chlang (and 
gettlng fried for the attempt). 

a m :  The only way Into the realm Is through thls gate. 
which measures nearly 600 feet wlde and 750 feet 
tall. Even out here, vislton are reminded how 
puny they are. 

eoramruD: The space between the fence and 
the palace complex Is paved wlth huge 
flagstones. Near the gate these stones 
average about 10 feet In diameter, whereas 
near the palace these apparently same- 
shed stones are about 125 feet I 
diameter. Some of the stones har - .- _. 

Temp1 
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portals toTariouanaTty places on the 
Lower Planes. Sung Chlang uses 
convenlent trap doors to get rid of 
vlsiton who are no longer welcome. 

MAIIKEIYLACE: The center of the courtyard 
burgeons wlth a marketplace of stolen 
goods, full of tents and stalls of varlous 
shapes and slzes. Thls Is a thief's and a 
fence's paradlse, where Items from all over 
the planes wlnd up on the block. 

Smol Tmms OF Roc: This Is the temple of Roc, one of Sung 
Chlang's two powerful proxies. Roc and hls counterpart, 
Smol, are both strivlng to become the single high-up for 
Sung Chlang. Roc is a kelubar gehreleth who uses hls wiles 
to sabotage the plans of Smol, and to amass wealth In the storerooms he has In 
the foundatlon of his temple. 

When a body cllmbs the staln of the three-roofed pagoda of Roc's Temple, he 
lmmedlately sees an eternally burning efflgy of Smol. To the right of thls ever-burnlng 
body Is a rotatlng cyllndrical room -the Confesslonal. To the left Is another rotatlng 
cyllnder - the Nark Box. Both rooms have one solid wooden door, which gives 
access either to the temple proper, a tlger cage, or Roc's desk. When an agent of 
Roc's returns from a mlsslon, he has the choice of entering the Confessional to 
plead mercy for his screw-ups, or entering the Nark Box to rat out somebody 
else for them. (In Roc's mind. every mlsslon contalns some level of screw-up, 
so every agent of hls must enter one room or the other.) Dependlng on 
Roc's assessment of the grovellng or the narklng, he splns the room and 
slldes the door back, allowing the dlzzy occupant to leave, to be eaten by 
the tiger, or to see Roc privately In his chambers. 

Roc's private chambers include two spiral stairs, one golng up and 
one golng down. If a person tries to go the wrong dlrectlon on the stalrs. 
he drops away Into a spiral with cheesegraterllke serratlons, and the 
berk Is minced before reachlng the floor. 

Tcllarc OF SHOL: Like Roc, Smol hates hls competltor, and trles to 
flnd ways to destroy him. Once he'd found out that Roc had set 
an effigy burnlng In his temple, Smol dug a plt In hls own 
temple, placing a llkeness of Roc at the bottom. To either 
slde of the pit are urns fllled wlth chewlng tobacco. 
Mlnlons of Smol must grab a batch of tobacco, get it nice 
andjuicy, then spit It out into the open grave (atop the efflgy) 
before moving farther Into the temple. Moving past the open pit, the 
minion Is treated to a number of elegant screens deplctlng scenes of folly 
(both real and imagined) from Roc's life. These screens lead to a kneeler at the 
foot of a colossal silk-screen of Smol's beatlflc face -the Holy Vlsage of Smol. 

.- 
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M m  P u a  PA~ODA: The central sectlon of the palace Is an octagonal pagoda 
topped by numerous squarlsh roofs. The lowest roof polnts forward, backward, 

left, and right, whlle the next roof Is plvoted 43'. Thls alternates with each 

The pagoda Is roughly 7.260 feet across, 7,200 feet deep, and nearly 15,000 
feet tall at the roof peak. It's ridlculously huge, made on a gargantuan scale so that 

all who approach It - even glants - are utterly dwarfed before the slze of the gods 

Bcu BcnaEri: The pagoda Is fronted by a 40-foot-tall screen of "bells." These bells 
are actually metal cylinders hung on a central pivot. When worshipers pass the screen, 

their movement spins the bells, causlng them to draw the prayers of Sung Chlang's 

Pnorrn: Beyond the bell screen lies the temple proper. It Is domlnated by 
a long stone altar, Intricately inscribed with the deeds of the great thlef Sung Chlang. 

At thls altar, worshipers kneel before one of the god's avatars, a tremendous 
Portuguese man-of-war whose tralllng stingers reach Into every wing of the maln 

temple (and, by Inference, into every plane and the heart of every thlef). None 
can pass behind the altar without the invltatlon of Sung Chlang. Those who try 

are Instantaneously vaporized. Thls holy place glves way to the three private 

S n m  m Youm run, S- OF AGE: In addition to the maln temple, two 
side shrines also do the power homage. Another of Chlang's favorite avatars 
has three faces, one young, one middle-aged, and one old. The shrine to the 
worshiper's right Is dedlcated to the god's young face, and the shrine to the 
left to the gods old face. Each, at I t s  rear, gives access to one of the public 

S- OP Roc run, S n m  OF S ~ L :  These are shrines to the proxies Roc 
and Smol, whose whlnlng eventually won them these tight Httle corners of 

the master's glory. The Shrine of Roc glves onto the flnal wing of the 
palace, and the two proxies each envy the other for either having hls 

successive roof stack. 

home. 

faithful from all planes and all times. 

wings of the palace. 

. 
wings of the palace. 

shrine lead somewhere, or havlng It lead nowhere. 

t&nple 6f Roc, --- 

Whlle mlnlons petltion thls sllk-screen, Smol himself ~Its 0n.a raised throne 
behlnd It, peerlng through the sllk to judge the pleas. If an agent has brought some 

especlally good blt qf stolen somethlng-or-other, he's Invited back behlnd the 
screen to speak to Smol face-to-face. If the petitioner's needs and deeds are 
unremarkable, he Is usually sent on hls way with a warnlng to do better. If a 

petitloner has been especially unsuccessful, he's turned to ash on the 
spot, and hls dusty remalns are mixed In with the tobacco to teach others 

the bitter taste of failure. 

' 

. 

Behind the throne Is a set of stalrs. leading to the lower levels. 

P u a  Wmaa: The palace has SIX wings: three publlc and three private. 
Access to these wings are reached 

through the varlous shrines, or 
from the holy place behlnd y e  
altar. Each wing Is shaped like 

a chambered nautilus, I t s  
L?.;,  dlameter getting 

progre~lvely smaller as It 
curls In upon Itself. The 

purpose of thls In the 
publlc wings Is to allow 

dlgnltarles rooms 
proportioned to them, so 
that tltans can stay In the 
. --_-_ .- 



jj-ploor Plan 1-e sh te  moms nearest . 
the central temple, 
whlle others keep 
walking down the 

central aisle until they 
reach a room of 

correct proportion. - 
This structure In Sung 

Chlang's private 

air 
besk 

ir 

Kger Cage chambers m-iy be due 
to the god's Denchant Stairs c)- Down I, formany different 

avatars of many different 
slzes. All the wings regrew 

lnflnltely; no flnal room 
'.F 7@ , , ,  ~ - ,. F '  

1 OpaQue Wall 
can be found In any of the 

wlngs of the palace. Roc &ATC The front two wings are 
filled wlth state rooms for visiting 

dignitaries. (Others less worthy can sleep In 
the marketplace or beyond the gates.) The rooms are decorated in a 
variety of styles, ranging from spare oriental chambers with a rolled 

sleeplng mat to sumptuous sultes. All rooms have a fireplace, a table, 
a place to sleep, and a bathlng faclllty of some sort (whether a dry sink 

GREAT n u  Wmn: This wing contains the Great Hall, a theater, public 
baths, a library, and other such publlc accommodations. The Great Hall is 

opulent: carpeted with thick crimson rugs, walls hung In sllks and tapestrles, 
celllng glittering wlth chandeliers. areat banks of clear leaded glass flank the 
distal slde of the great hall. Chiang holds feasts and masquerades here. 

The theater, In contrast to the Great Hall, is qulte spartan. The benches 
here are stone, growlng larger as they move up from the stage, agah to 

accommodate many sizes of bodies. The walls are plaln and dark, and the 
stage merely a severe block of stone at the front. The baths lie through a 

hallway past the theater. These are hot, Roman-style baths, with three 
maln pools separated by stone walkways. The celllng is held up by 

marbled columns. Patrons of the baths may change clothes In a room to 
one slde. The library lies beyond the baths (yes, a berks got to walk past 

naked bathers to visit the books). It's fllled wlth wooden bookshelves, and 
has reading tables In its center. Other moms lie beyond the library, but they 

RWATC Wmns: These rooms are reserved for the power's own unknown 
use. Anyone trying to visit thls area without Chlang's express permlsslon is 

or a spring-fed tiled tub). The outer ring of rooms have windows. 

- 
have not been detailed by planewalkers. 

Instantly annlhllated. 

Umeumom: Thls Is basically a distorted mlrror Image of the temple above, an 
Ideological as well as topographical fnverslon of Sung Chiang's sanctuary. Sung 

Chiang holds all his shady deallngs In thls inverted temple, the Implication being 
that hls beautlful world above Is supported by the perverse (in fact, Inverse) dark 

dealings below. 

Planes ofConnlct. 2615XXX0704 * @1995 T3R Inc., All Rlghts Reserved. 
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TH@ ANARCH'S GUILD 
(Chaos Masters, Groundsmen) 

Unlike many sects, the Guild has a specific local purpose 
- although "local" in this context refers to all of Limbo. 

TH@Sf C @ N + R @ L  The sect is virtually unknown outside that pla 
because its sole purpose is to train anarchs in 
use of the chaos-shaping proficiency. And s 
chaos-shaping only works on the churning 
matter of Limbo, them's little enough 

+HE + E R R A I N ,  
C@ N 4- R@ L + H E  BA4-4-L E .  - ANARCH'S Q U I L D  

PReVBRB reason for chaos masters to leave. 
Those interested in chaos-shaping should be aware that 
in the hands of a highly trained master, this skill may 

produce remarkable results. Thing is, the Guild is 
strictly a githzerai institution. Given the n a m  o 

that insular race, it's ram that any be& from 
another race learns the dark of true chaos- 
shaping. 

Anarchs are valued by the other dwellers of 
Limbo (not counting the slaadi), since they make 

sure dwellings and solid ground continue to exist. 
CURRENT CHANT. A young Guild member has 

been ttying to adapt the principles of chaos-shaping 
for use outside Limbo, reasoning that his sharply honed 

will - which shapes matter to his bidding on Limbo - should allow him to affect 
matter elsewhere. Older members of the Guiid scoff at the attempt, but others 
aren't sure it's a completely barmy idea. 

Somcl: Planes of Chaos. 

II 

THE DISP@SS@SS@D 
(Exiles, Chippers) 

Some sods who've been exiled or banisbed by offended wizards, 
rulers, or powers take to the planes with a chip-on-the- 
shoulder attitude, trying to prove to the 
multiveae that scorned them that they're 
capable of handling anything thrown at 
them. These berks call themselves the 
Dispossessed. They believe life has cast 

them aside, as if they were beneath notice. 
Exiles seek attention by ruffling feathers and 

picking fights just to prove how tough they 

This sect is strongest on Pandemonium and Carceri. the 
two most "popular" planes of exile. The Dispossessed visit Si 

looking to make trouble, simply because of tha town's supposed importance in the 
grand scheme of the multiverse. 

Given their antagonistic attitude, the Dispossessed don't have allies. Nonetheless, 
the Fated, the Indeps, the Anarchists, and the Signers fmd something to admire in the 
sect's take-on-the-world attitude. The Harmonium, on the other hand, finds them 
particularly obnoxious. 

_ _  _ _ _ _  
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Camri escape frold the ultimate prison. They're preparing 
to summon gautiere from the wastes of Minethys, and 

IooLina for ways for the Titans - surely W H e  D e  YOU '+H ' 
,s 

the Gatest  p L a r  captives - to 
escape their millennia-long a-b imprisomiient 

Souac~: Planes of Chaos. 

YeU'RE + A L K I N G  +e, B f R l  
Y@U WANNA +A*E +HIS @US. - A O N t s S S U S  +nfi 

D I S P t s  SSg S: 

THS 
IIIAcEH@IIIAcEICIANS 

The Mathematidam are a splinter group of the Guvners, 
dram simngly to the gearworks of Mechanus. 

Mathematicians believe that 
anything a berk can 

imagine exists somewhere 
on a far-off cog of the 
plane. They seek to 
disrover the hidden sea& 
of Mechanus through the 

rigid application of logic: 
when the logic of the 

turning cogs is unlocked, so 
too will be the secrets of multiveme. 

Mathematidam are neither wild dreamers nor greedy 
be* blinded by the prospect of power or treasure. 
They're serious thinlcm convinced they can discover the 
semis of the multiverse through hard thinking and 
calculation. Sect membea only leave Mechanus if they're 
on the trail of some esoteric bit of knowledge that relates 
to the gears. 

The Mathematicians are loosely allied wi 
Gumem, Hardheads, and the Mercykillers. An 
a fear or hatred of the chains of logic is natu 
against the Mathematicians. 

geam with single-minded intensity. If they've 
made any new discoveries lately, who'd 
know? 

CuaReh-r CHANT. The sect continues to study 

SOURCE: Planes of Law. .. 
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Out on the planes, organizations arise which have their own philosophies, agenc 
usually have little influence or interest in the City of Doors. Most factions don't 

Presented here is a quick summary of each sect's ideals and goals, what the 
see the product in which the sect first appeared. If the Dungeon Master approve: 
standard 15 factions. 

Two sects have not been included here: The Children of the Vine and the V 
bubbers, unsuitable as PCs. The Vile Hunt were designed as villains; they first a] 
adventure Something Wild (March 1996 release). 

THE ce 
(Chameleo 

@H! I'D N E V E R  L @ @ K E D  It'sacommonsayingthai 
more questions he has. Le 

I S E E  Y w R  P @ I N + .  discovering how little a bc 
a cutter thinks he's learno 

information comes a 
CAN I B E  PAR+ ~ F Y w R  

And so the Con 
answers,and'sampl 
the truth. A Convert 
the answer. While hc 

oauion of a fanatic. B 

A+ + H I N G S  +HA+ WAY. 

F A C + I @ N  N@W? - P#RmlL,L,$N OP +HS c $ N V # R + S  

limitations of its ph 
ideology to replac 

The Convert 
is for certain. 
Outlands. The set 
members of a Co 

of the Chameleon 
CURRENT CHAPFl 

:onverts as the ultima 
just pay lip service to the 
getting one to turn stag is 
allegiances, though, Conv 
know about their previous 

TH@ GUARD 
(The Caretakers, The Pr 

Members of the Guardians watch over the pl 
to be stopped for the good of all. They proh 
hearts from the ravages of evil. They don't 1 

:j 

intervening only where there is evil to be vi 
Originally inspired by the guardinals' i 



I N K  
L. 

S I D E ?  

EBD 

material worlds. 
With their hands-off attitude, the C 

along well enough with the majorily of 
notable exceptions arc the Doomguard, 
Harmonium, whose entropic or unyield 
dash with the Guardians' ideal. 

CWNT C m .  Some Guardians lh 
a new and potentially disturbing darL: 1 
group of assorted celestials (natives of tl 
Planes) are actually selling weapons to ti 

engaged in the Blood War. Their purposes 
remain hidden, but the Guardians have swor 

eyes on thii potentially explosive situation. 
%URCE 

?%fl CE)mflR W THls 

(?'he Brethren, the Faithful) 
PLAN@ S*HIILI+AN+ 

Int as their name, the Brethren defend the 
brtress of Mount Cklestia at all costs. They believe the 
ps of evil, chaos, doubt, avarice, and evil arc forever striving 
mine what is right and good and pure. The Brethren 
stek to destroy evil wherever it may be hidden. 

Since its founding, the Order has greatly 
expanded its holdings by bringing over land 

from the Outlands. Members can be 
fdund on Arcadia and Bytopia, 
proclaiming their beliefs and seeking 
converts from the native populations. 
The Order also regularly raids the Lower 

Planes and smashes chaos and evil in the 
relatively neutral territories of Mechanus and 

THe Brethren arc loosely allied with the Hardheads 
Acheron. 

, 
pvners. They work tidessly to expose the false beliefs 
ited, the boomguard, and 

$(I cwm. The 
uuitmimt on 

led to 
kble with the 
some 
p complain 
Drdkr has 
ped its bounds and 
mlng all who do 

nhm "Militancy JustiRes 
as" in the Aduentvres in 
book.) 

THf @ R D E R  IS 
m@Rf + H A N  AN @A4-H. 
m e R E  + H A N  FfAL4-Y, 

I+ 1s L I F E  A N D  H@Pf 

- I N D I Q ( B  

meRE +HAN S f RVI C f . 
F@R ALL +HA+ I S  G @ @ D .  

cribe to its ideals. (See +nm s+u++enen 

SOURCE: Planes of h w .  
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las, and concerns. Though they're much like the factions of Sigil, these sects 
take these groups seriously. 
y do on the planes, and any recent developments within the sect. For full details, 

player characters may belong to one of these sects rather than to one of the 

ile Hunt. The Children (introduced in Planes of Chaos) are a group of dissolute 
)peared in A Player's Pnmer to the Outlands and figure prominently in the 

bNVERcE S 
ns, Turncoats) 

the more a body learns, the 
aming is simply a process of 
rk really knows. As soon as 
1 the dark of it all. a new bit of 
long and proves him wrong. 
verts admit they don't have all the 
e" faction philosophies in search of 
joins a faction believing he's found 
t belongs, he believes with all the 
ut when he comes to see the 
ilosophy, he searches out a new 
e the old one. 
E are strongest on Limbo, where nothing 
2 group is also well-suited to the 
? has no true allies or enemies, though 
nvert's chosen faction may disapprove 
once they realize his true nature. 
Anamhits are seeking to recruit 

ite faction spies. Thing is. Converts don't 
faction thw're a Dart of at the time. so 

1 difficult aibest. bnce they change 

factions. 
:rts might be convinced to relay all they i 

SOURCE: Planes of Chaos. 

IANS 
otectors) 

lanes for evils that need 
et those of virtuous 
'om their views upon 
Len' views are imposed 
Idle u n n d y ,  
mquished. 
ideals, the sect's 
,ugh it's based WA-l-CH PA+IEN+LY. 

Life is battle. i 
he has, nor by 
to test their  st^ 
he was a cowa 

Members 
multiverse. In 
tournament A 
offering poten 
acknowledginl 
for the rest of 
killing one ani 

Ragers ha 
looking for thr 

CURRENT C 
the Outlands h 
Veiled rumors 
by opponents I 
one place at 01 

SOURCE: I 

TI 

A blood only gets as good as she gives; what 
a body gives away comes back to her. The 
lust for material items enslaves a soul 
to the cosmos, putting the be& in 
its debt. She who controls 
these urges controls herself 
and the multiverse. Through 
povprty, a cutter gains her 
he& desire: senrice to a 
deity, peace, or power. On 
the plane of Ysgard, thii 
barmy philosophy 
actually seems to work. 

I_ __ . ... The E n . - e i w m  alp 
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ktions. The 
:the Bleakers, and the 

1pg pNosophies A -C (B NVQ R+ 

bve tumbled to 
seems that a 

e upper 
e fiends 
for doing so 

- A QUARDIAN PAC+(BR 
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to keep their 

1 Phnes of ConJ 
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A -  h TH6 VBRDANCE 'GUILD 
me Wylders) b 

slowly gathering m g t h  ' 
all around the Great Ring, 
but see their beliefs 
interpreted differen 
different planes. 
strongkt on Ysg 
Limbo, and are rapi 
gaining followers on 
Pandemonium and the 
Abyss. Abyssal Ring- 
givers believe the 
multiverse owes them I 

something in exchange 
for their gifts. 

the Fated hate each other 
vehemently. The Fated 

The Bargainers and 

4 

r 
ntold ages. Without the resources of the wilderness, 

The wilderness is the foundation of all life. The wild places 
have existed for eons, and should continue to flourish for 

civilization itself is doomed. Therefore. the wilderness must be 
preserved from the forces of civilization, evil, and destruction. 

j 
b e  Wylders don't propose to burn down all the burgs and head back to the 
k a w :  they merely wish to avoid the elimination of wild areas and wildlife 

P O w  rogress be balanced with a healthy respect for the wilderness and all things 
htural. Members of the Vcrdant Guiid strivC to seek this balance and 
pmr allow the callous deshction of natural beauty. AU members of 
b e  sect wear some type of animal mask as a badge of office and a 
sign of their reverence for nature. 

found on any good plane. Members visit other planes and prime- 
material worlds from time to time, watching over the wild mas. 

The Signers, Sensates, and Ciphers get along well enough with 
the Wylders, w N e  the nihilistic and self-serving poses of the 
Doomguard, the Dustmcn, and the Fated go against the sect's grain. 

C w m  C m .  Rumors are flying about the appearance of 
fiends on the Beastlands, and the Wylders are seeking a few good 
bashers to look into the matter for them. (See the adventure "Beyond 
the Forbidden Plateau" in the AdmrUm in Conpier book. Also, the 
Wylders oppose the schemes of the Vile Hunt in the adventure 

The Guild strives to preserve the Beastlands and all wild places in danger. 

out the planes. As nature is balanced, so should civilization and 

The sect makes the Beastlands its home, though members can be 

omething wild, a March 1996 release.) 
SOURCE: Planes of Conflict. 
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(Brotherhood of Glory, 
the Glory-seekers) 

warrior cannot be measured by how much jink 
wme leatherhead's philosophy. Warriors exist only 
:ngth in battle. If a berk's worthy, he suMves. If not, 
d and weakl i i  who got what he deserved. 
If this sect conitandy-test themselves against the rest of the 
I way, the Ragers see the cosmos as one bi elimination 
Rager never attacks without issuing a ritual challenge and 
lal foes the oppomi ly  to decline the duel, 
the Rager's superior strength and honor. Fomate ly  
he multiverse. Ragers spend a great deal of time 
ther for honor and position. 
unt Limbo and Ysgard but also wander the planes. 
ir next challenge. 
M. Reports of a grand tournament to be held on 
ive the Ragers in a m a t e r  frenzy than usual. 
west th; the to&ament's a hoax, organized 
if the sect to gather all the Glory-seekers in 
le time - for purposes still d a h  
UNESCAPE MONSTROUS COMPENDIUM ~ p p d i r  n. 

RINGwGIVERS 
(Bargainers, Beggars) 

Ner 

m- .a 
take what they want from the Ring-givers, 

price in the end. The Ring-givers 
consider the Sensates depraved. 

& but they always seem to pay a steep 

intentionally seeking the 
traps. The sect is 

allied with the Ciuhers. as thev 

a. that giving is the correct 

GIVE 
AND $ + H E R S  

WILL GIVE 
+e yeu. - PAC+fsL INQWS - -  L-._j - - -  
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the s&mes of the cross- 

trading kniiht Jeremo the 
Natterer, known in Sigil as "The 

Lady's Jester" [see In the C a w :  - 
A Gu& ro SqiI). Jeremo 
presents himself as amember 
of the sect, but his 
manipulative dealings in 
the City of Doors suggest 
otherwise. Ingwe plans to 
send reurrscntatives to 

' 

I 

have a "talk" with Jeremo, 
and convince the Jester not to 
take the sect's good name in vain. 

SoVRce: Planes of Chaos. 

I + I S  N e +  PHILfBSfBPHY 
+HA+ RULES +HE mUL+lVfRSE,  

NfBR S + R E N G + H  w ARmS 
N e R  m 1 G H . t  eF mAGfRY. 

I +  IS +HE PfBWfR w WEAL+H. 

- YANNeK DgVRY, 

THs IHeRKHANCES 
(Misers, Goldhounds) 

AND N @ + H I N G  mfBRf. 

IUeRKHANlE lERADBR 

khants subscribe to a simple philosophy: Money is power. The accumulation 
of raw material wealth'll lead to dominion over the multiverse. A berk can run 

the whole bloomin' cosmos if he's got enough jink to buy it. 
Most Merkhants work alone, although they hold irregular 

meetings to discuss matters that affect business as a whole. 
They'll help each other out - for a price. Some M i  

work only through legitimate business channels, but 
many know of the massive profits to be had from 
doing business in the black market 

The Misers are strongest on the Outlands, as 
trade from all over the planes crosses this 

"middle ground" at one point or another. 

the Source, since they feel that mortals and 
wers are the same except for the amount 
jink (and therefore power) they've got. 
sers are also on good terms with the 

Fated. On the other hand, the Merkhants 
don't care for the Guvners and 
their trade-reshictive laws and tariffs. 
The Ciphers find the Misers' obsession 

The Merkhants are allied with the Believers of 

d 
. with material wealth distasteful. 

CURRENT CHANT. Hearsay about a 
new source of wealth - leaves of 
pure gold from Bytopia - have the 
Misers visiting the plane in droves. 

Their appearance has caused some 
consternation in Bytopian trading burgs, since 
derkhants (as a matter of habit) are trying to 

1' 
k 

.ire control of all trade and business on the plane. The 
!e midents and the existing trade consortiums are 
idering ways to dissuade the acquisitive Misers. 

SOURCE: PLANESCAPP MONSTROUS COMPENDNM' Appendk  
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In the Ray of Melodies, 
street musicians wander piay- 
ing sweet tunes that never 
seem to clash wlth other 
sounds they cross. The ray is 
filled with parks with orchestra 
and ensemble clearings, shops 
packed with musical (and 
sometimes magical) instru- 
ments, several bardic colleges, 
universities specializing in the- 
ories of music and others 
which experiment with the 
merging of music and magic, 
and carefully tucked-away safe- 
houses where bards can learn 
the more thieflike aspects of 
their craft. It's a bard's par- 
adise, and even the tone-deaf 
find their affliction lifted here. 

In addition, exposure to the 
passionately played music can 
cure mental diseases and afflic- 
tions such as insanity, feeble- 
mind, and psionlcaiiy induced 
states or injuries in all good- 
aligned characters. (While 
there's no  set  "fee" for this 
healing, it's customary to make 
an offering to the goddess as a 
sign of gratitude; if it's 
neglected, the recipient loses 
the benefits once he or she 
leaves the city. ishtar may be a 
benevolent power, but she 
doesn't like her gifts to be 
taken for granted.) 

City of 
The 

Ray of Melodies 

G 



Detail 

The Ray of the hind chal- 
lenges all to stretch the llmlts 
of their Intellects and their 
imaginations. In the parks, 
assembly halls, inns, amphlthe- 
aters, and even on street cor- 
ners can be found the most 
logical and measured analysis 
of the sciences outside of 
Mechanus, raging debates over 
the unreal realities of the muitl- 
verse, and experiments into 
the nature and limits of psionic 
powers and capabilities. 

This ray houses more than 
just theorists, however. Writers, 
poets, and devotees of other 
intellectual passions that pro- 
vide emotional fulfillment also 
make their homes here. Even 
the passion of gambling Is pop- 
ular here, and attracts many 
from across the planes seeking 
to test themselves against the 
resident gamblers (and the 
odds) of the City of the Star. 

-'I PAMION (iAMBLN HOWC - One of the largest and most 
popular establishments of its 
kind. Risk's Passion offers 
plush surroundings for Its cus- 
tomers. The proprletor, Jaxx 
Fornlthax (Pel9 human/TS/NC~) 
runs the casino. Competltlve 
games (examples from the 
Prime Include poker, craps, and 
blacwack) are preferred, as 
gamblers here enJoy the added 
excitement that other gamblers 
provide (rather than Just trylng 
to beat the odds). However, the 
truth remalns that Ishtar's petl- 
tloners tend to win more often 
than outslders. Perhaps this is 
due to  the goddess' Influence, 
or maybe the petitioners slmply 
want to win more. Vlsltors to 
the Clty clalm this only 
enhances the challenge. 



-the Star BusLaa 5- - Thls 
splce shop offers fresh herbs 
and spices from across the 

, multlverse. Many of the sub 
stances offered for sale have 
been grown In the city, and 
some of the rare herbs and 
roots can be used to concoct 
magical potlons or as compc- 
nents In spellcasting. 



P 



The Ray of Natural Delights 
is filled with sights and smells 
to delight the senses. Vast 
arboretums thrive here along- 
side private gardens, and the 
flowers grown here are'among 
the brightest to be found in the 
whole of the multiverse. Spell- 
casters may find any herb or  
plant needed for their spellcast- 
ing, and the water from the 
wells is easily enchanted into 
holy water. A body also finds a 
number of small private gar- 
dens, open-air farmer's mar- 
kets, waterfalls, garden mazes, 
greenhouses, crystal ponds, 
and other examples of nature's 
beauty tamed to human scale. 

This ray feeds th 
City; tucked along 
beneath the Hangi 
are penned pastun 
herds of livestock, 
garden plots and f; 
that yield all mann 
duce to feed the a1 
the people. These 
much larger than t 
the farm and grazis 
seem to stretch for 
beyond the physic, 
but cannot be see1 
side the city. It's a 
enough trick (for a 
way): lshtar simply 
small demiplanes I 
own realm to  cont; 
areas. 
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Tnc CCUSTUL - Dls- 
played here are the flnest 
works produced by the artisans 
of the Clty of the Star. Most pay 
homage to the goddess In one 
way or another, but that in no 
way detracts from the elegance 
and beauty of the sculptures, 
vases, paintings. and other 
masterpleces on dlsplay. Whlle 
the Items are not for sale, thls 
may be the only gallery In the 
cosmos from whlch works can 
be freely taken. If a vlsltor flnds 
a particular plece to his Ilklng. / he SimDlv can take It with him 
- as long as he doesn‘t try to 
leave the clty with It. The god- 
dess and her proxies don’t llke 
to see such beautiful Items 
leave the clty. (if thls practlce 
dld not exlst, no room‘d be left 

I / In any gallety In the clty.) 

YRay of Artistry 

The avenues and buildings of 
the Ray of Artistry display the 
residents’ devotion to produc- 
ing works of art. This devotion 
is evident everywhere: In the 
architecture, the tended gar- 
dens, the numerous fountains 
and statuary, and the street 
corners where woodcarvers, 
potters, and other street arti- 
sans display thelr creations for 
sale or for the admiration of 
others. 

The mundane visual arts are 
appreciated here, and so Is the 
Art of magic. The school of lllu- 
sion/phantasm spells is much 
practiced here, and innovatlons 
and artistic variants In spells or 
items are common. Budding 
planar illuslonlsts (and artists 
who use illusions In thelr 
works) may seek tutelage here. 



F r 

THE C~OLIDESS' Anuu - Here the 
most flt of Ishtar's followers 
test themselves In physical 
contests aaalnst one another .- 

and all comers. The prlzes 
awarded to the winners don't 
mean much to the local com- 
petitors, as they compete 
simply for the thrlll of the com- 
petition, but trophies do attract 
competitors from outside the 
Clty. And the more competi- 
tlon, the better the games. The 
current champion is Valarmor 
(Pr/& human/PS/LQ), whose 
mastery of a unlque martlal 
atts form keeps even his 
strongest challengers off 
balance. 

In the Ray of the Body, per- 
fection of the form and func- 
tion of the body rule supreme. 
Any feat that requires physical 
prowess is pursued here: Jug- 
gling, dance, tumbling, acrobat- 
ics, archery, wrestling, and vari- 
ous martial arts from across 
the cosmos are practiced and 
perfected in the arenas, gymna- 
siums, and outdoor stadiums. 
Competition from outsiders is 
welcomed. 

Nonevii characters seeking 
physical training, level 
advancement, a new flghting 
style, or training in a non- 
weapon proficiency such as 
tumbling or blind-fighting can 
hire a tutor here. This ray pro- 
vides care of the body as well, 
and the physicians (experi- 
enced in both physical and 
clerical healing) are expert in 
dealing with ail manner of 
physical aliments. 
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LAYER/REALM 241: 
LAYERIREALM 274: 
LAYERlREALM 303: 
LAYERlREALM 333: 
LAYERlREALM 377: 
LAYERlRWM 399: 
LAYERIREALM 400: 

DURAO (gateway layer) 
SULFANORUM (smoking realm) 

PLAINS OP GALLENSHU (armanite realm) 
WORM REALM (Udlen’s realm) 
WOEFUL ESCARAN~ (nalfeshnee realm) 

HIDDLKEL’S REALM 

LAYERIREALM 422: YEENOGHU’S b A L M  
LAYERIREALM 487: LAIR OP THE BEAST AND MANSION OF THE h K E  

(Kanchelsis’ realm) 
LAYER/REALM 503: ~TORREMOR (Pazrael’s realm) 

LAWREALM 524: VAPRAK’S REALM 
L A Y E R / b m  586: PRISON OP THE MAD GOD (Diinkarazan’s realm) 
LAYER/- 600: ENDLESS MAZE (Baphomet’s realm) 
LAYER/- 643: CAWRNS OF WE SKULL (Kali’s realm) 

0 Onstrakker’s Nest 

AC H E R e  N (four layers) . 

-\ 
tvgthkn Imoblle orc fo . 6 

urgorbaeyag, Nomog 

hgtru, Ilnwal, Luthic) 

+ Deathknell + Forgegloom 

+ Hopeglimmer 
0 Court of Memory 

LAYER 3: TINTIBULUS 

LAYER 4: OCANTHLIS 
0 Hopping Tower 

Zoronor, City of Shadows (bladeling town) 

-Geaya) 

River Styx 

LAYER 1 : AVERNUS 

+ Tukhamen 
A Sheyruushk (Sekolah’s 

LAYER 6: MALBOLGE 
LAYER 7: MALADOMINI 

Grenpoli, City of Diplc 
Malagard 

Mephistar 
0 Glacier Nargus 

0 Malsheem (fortress) 

LAYER 8: cANL4 

LAYER 9: NEWS 



J 

ARBeRBA t 

River Oceanus 
Mount Olympus 

A Seelie Court (wandering re ABY S S (infinite, interchangeable layers H realms - numbers only 
refer to the order in which they were catalogued by the Guvnen) h Y X R  1 : OLYMPUS 

W Thrassos 
0 Gilded Hall (Sensate p 
A Arvandor (Elven pantl 

Faenya, Erwan ‘Ileserf 
Solonor Thelandira) 
+ Grandfather Oak ( 
0 Evegold/Canatha 
0 Gnarl (Erevan) 
0 Ingmar Brook (gal 

~ I \ , ‘  

: PHANTOM PLANE 

LAYER/REALM 23: IRON WASTES (Kostchtchie’s realm) 
LAYERS/REALMS 45, 46, 47: AZZAGRAT (Graz’zt’s realm) 

+ Argent Palace + Zelatar 
0 Zrintor, the Viper Forest 

LAYER/REALM 66: DEMGNWEB PITS (Lolth’s realm) 
LAYER/REALM 67: HEAVING H u s  
LAYER/REALM 68: UNNAMED 
LAYER/REALM 69: CRUSHING PWN 
LAYER/REALM 70: “ICE FLOE” 
LAYER/REALM 71 : SPIRAC 
LAYER/REALM 72: DARKLIGHT 

A Amun-thys (Nephyhy + Bal-tiref 

LAYXR/REALM 73: WELLS OF DARKNESS 
LAYER/REALM 74: SMARAGD (Merrshaulk‘s realm; Ramenos’ realm) 
LAYER~REALM 88: THE GAPING MAW (Demogorgon’s realm) 
LAYER~REALM 113: THANATOS (Kiaransalee’s realm) :, + Forbidden Citadel + Naratyr 
LAYER/REALM 142: LIFEBANE (Chemoshs realm) 
LAYER/REALM 181: ROITING PLAIN (Laogzed’s realm) 
LAYER~REALM 193: ESHEBALA’S REALM 
L 4 r E d R E A L M 2 2 2 : ~ ! . ~  



chanus) 

layers) 

.. 

8 realm) 

LAYRR 6: AOATHYS 
ace (gehreleth realm) 

1 
Ri 
M 
YI 
LA 

LA 

LA 

@ LY S I U III (four layers) 

River Oceanus 

LAYER 1: A M O K 4  



rce layers) 

tl 
on's realm: Corellon Larethian, Aerdrie 
Hanali Celanil, Labelas Enonth, Sehanine, 

:ant town) 
Hanali/Aphrodite) 

to Altheim in Ysgard) 
ioned) 

BY CE e P I A (two layers) 

s' realm) 

hree layers) 

A Brief Reference Guide to the Planes a 

D S (three layers) 

LA 

LA 

LAYER 3: KARASUTHRA 
0 Labyrinth of FieIy Doom 
A The Misty Valley (Kura Okami's realm) 
A The Owl Lord's Soar 
A Stonnhold (Stronmaus' realm) 
A Zhan, The Grand Forest Beyond the World (Chislw's, Zivilyn's, and 

Habbakuk's realm) 

c 

A Epimetheus, wanders 

LAYER 1 : DOTHION 
W Yeoman 
0 Baku's Graveyard 

o ha-Tsu-Mara's realm) 



i 
Portent 

A Death’s Embrace [Mellifleur’s realm) 
A Ondtland (Lovlatar’s realm) + Aasbem 

Smertzen 
ek 4: KRAN0AX-I 
A The Night Below (Shargaas’ realm) + Cold Fever 

‘H@ GUY WAS*@ (threelayers1 

rer Styx 
iunt Olympus 
gdrasil 

A Rezudel (Panzudel’s realm) 
A Shadow Keep (Masks realm) 

Corpus 
The Town at the Center 

0 The pill of Bone 
0 Lodestone of Misery 
A Aeaea (Hecate’s realm) 

KR 3: P L W N  

Thalatta 
A Hades, the Underworld (Hades’ realm, also the Furies) 
A Hagsend (Cegilune’s realm] 

A Chung Kuel’s Realm 
A The Dome of Creation (Paladine’s realm) 
A Erackinor (Dwarven pantheon‘s realm: Moradin, 

+ Bemnar’s Side + Istor’s Forge 
+ The Rift + Stonefall 
0 Soul Forge 

A Kuan Yin’s Realm 
A Uroboros, the Gates of Wisdom (Jazirian’s realm 

Empyrea, City of Tempered Souls 
Rempha, City of the Sands of Time 
Soqed Hezi, City of Swords 

0 ANenna, the Chanting Grounds 

Yetsirah, the Heavenly City 

LAYER 5: M6RTlON 

LAYER 6: JWAR 

h Y E R  7: CHRONlAS 

Sigil 

Ecstasy (gate town to 
Faunel (sate ,w 

Excelslor (gate town 
Tradegate (gate 

Sylvanii(gate town -’ 

Glorium kate town 

Dumathoilus realm) + Ironridge 



IICAI, TABI, 
nd the Realms and Towns With 

A Principality + Pax Benefice 
0 The Nest of the Phoenix 

A Quietude (Isis' realm) 
A Vaiorhome (Kuan-ti's realm) 

YER 2: ERONIA 
0 Precipice 
A Dweomerheart (Mystra's realm) 
A The Great Mother's Garden (Chauntea's and Lids realm! 
A Great Mountain of the East (Enlil's realm) 
A HarpHearth (Bragi's realm) 
A Mirror of the Moon (Tsuki-Yomi's realm) 
A Mominglory (Lathander's and Ushas' realm) 

A Ssendam's Realm 
A Susanoo's Realm 
A Swarga (Indra's realm) 
A Vayu's Realm 

A Soulearth (Urogalan's realm) A Ygorl's Realm p I ,.., 
A Woodhaven (Hiatea's realm) 4 

realm] 

YER 3 : BEUEMN 
0 Quesars' Birthplace 
0 Rubicon 
A The Refuge of Night (Nut's realm) 

8 Portico 
0 The Thalastrom 
A Cltadel of the Sea IO-Wata-Tsu-Mi's realm) 
A Isles of the Blessed (Belenus' and Brigantia's realm) 

YER 4: T€MLASlA 

0 Avalon 

A Palace of Deception (Sargonnas' realm) 
A Rictus (Maanzecorian's realm) 
A Thraotor (Memnor'r palmi 

YER 3: MUNG~TH 
-A,...-% -. 

LAYER 1: LUNIA 
8 Fortress Eternal and Everlasting 
8 Heart's Faith 
8 Nemmiron 
8 Soul's Desire 
0 Tower af Fire 
A The Court (Tyr's secondary realm) 
A Nectar of Life (Brihaspati's realm) 



A JFFIIC LUUIL (wuuucriug ICUIUIJ 

LAVER 1: YSOARD 
H Skeinheim (Ring-giver town) 
H Steadfast (barlaur town) 
A Alfheim (Ysgardian elves' realm) 

.- e Frey's Hall 
0 High Grove 
0 Xeno's Tower 

A Asgard [Norse realm: Odin, Frigga, Frey, Freya, Idun, LOU 
[also Pandemonium], Tyr [also Mount Celestial) 

la, Aworeen, 

Berronar Truesilver] 

!rs) 

Himinborg 
0 Bifrost 
0 Norse Gods' Halls, i 

A Gates of the Moon (Sel 
Mahogany 

A Hachiman's Realm 
A Jotunheim (Surtr's and $#m's realm). 

Inflnite Staircase I 

Meerrauk 
Okalnir 
Utgard 

A Merratet (Bast's real 

Rummm t ., ' I .  ' 

e '  

' \  

. .  

0 Sussmmnir (Freya's hall) 
LAX3 2: MUSPELHE~M 

A Muspelheim (Surtr's realm) 
Njarlok 

0 Spire of Surtr 
h Y € R  3 : N~AVELLIR 

A Aasterinian's Realm 
A Nidavellir (Ysgardian dwarf and gnome realm; 

A Svartalfheim (Eilistraee's realm [dark elves]) 

Muamman?) 

, KEY 

PLAN 6 [number of lavers] 
Specid Feature (highlighted by bold text) 
LAYER (layer number and name) 

W Independent Town 
0 Site (within a realm or independent) 
A Realm (key power, powers, or inhabitants) 

Realm Town (influenced by local powers) 

These tables may be expanded periodically as the 
multiverse is explored and mapped. Ai 

Planes ofCalflief. 2615XXXo701 3 I tmdcmirk owned by TSR, Inr. 01995 TSR lnc., All Rlghts Rewrved. 
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lven layers) 

!L 

, 
A. 

A Gzemnids Realm (beholder realm) 
A Hidden Realm (Annam's realm) 
A The Hidden Vale (Gilean's realm) 
A Mausoleum of Chronepsis 
A The Palace of Judgment (Yen-Wang-Yehs tealm) 
A Realm of the Noms 
A Semuanya's Bog 
A Scales of Wealth (Shinare's realm) 
A Sheela Pery-royl's Realm 
A Thoth's Estate 

Thebestys 
A Tir na Og (Celtic pantheon' realm: Daghdha, Diancecht, Goibhniu, Lugh, 

A House of Knowledge (Oghma's realm in Tir na Og) 
A Tir fo Thiunn (Manannan mac Lir's realm in Tir na Og) 

Manannan rnac Lir, Monigan, Oghma, Silvanus) 

A Tvashtri's Laboratory 
A Wonderhome (Gond's realm) 

PAN D @ III N I U IH (four layers) 

River Styx 
Yggdrasil 

A Gorellik (wandering realm] 

A 

Yggdrasil 

5 
I . 

1 

I f ,  i 



P L A N E S  D I A B a L I C  
Bot in the ICed Prison of Carcuri 

Blister beneath the fiery eraptioru of Qeheaaa 
Despair in the crashing emptiness of the Gray Wasie 

4 P L A N E S  I N  CeNFLICLE! ,  

“neutral” planes has never experienced their full extremes! 
&aze.to enter the conflict and find: 

age books describing each plane and its inhabitants for the Dungeon Master, with details on the monsters, realms, 
dangers of each plane. 

i Player’s Guirk I N  Coi(/lict, a 32-page, full-color introduction to the wonders and hazards of these planes, for DM and 
player alike. Featuring sites not described elsewhere. 

-page book presenting four complete adventures designed for PCs of low to high levels. 
full-color booklet detailing 15 creatures, including master yugoloths, creatures of 

ter-sized maps illustrating the layers of each plane, with precise maps and text descriptions of important sites. 

US $30.00 CAN $39.50 UK €18.50 
* o v u c I D  DUWOIOWI c moo* I, I I q M m d  wadmlsn am* a, TSR. 1°C. 
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t 8 B N  0-7869-0309-0 
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